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SUPER CHALLENGING. 
SUPER ADDICTIVE. 
SUPER TETRIS. 


Its here. The super sequel to best-selling Tetris, 
the most addictive computer game ever devised. 
Super “Tetris” is even more challenging because 
it comes with a blockbusting twist— bomb pieces 
that help you blast your way down to the bottom 
of the pit and discover treasures. Super Tetris. 
Just when you thought you'd broken the habit. 


Spectrum HoloByte* 
THE TETRIS? PEOPLE 

A Division of Sphere, Inc. 2061 Challenger Drive, Alameda, CA 94501 

Available for ІВМ and Mac/Macll. For Visa/MasterCard orders call т 

24 hours а day, 7 days a week: 1-800-695-GAME (Orders Only) ai 

For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) ee, ie 
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Grab the wheel of your Toyota super-truck and hit the gas! Based on the #1 
arcade game, SUPER OFF-ROAD for the Super Nintendo Entertainment 
System brings you all the thrills of real off-road racing...but without the mud 
in your face. Watch out for the jumps, mud holes and other obstacles on the 
64 different Mickey Thompson Off-Road track configurations! Race against a 
friend and two computer-controlled trucks simultaneously! Trade in your 
winnings for accessories at the Speed Shop and improve your chances for 
victory! From match-offs to spin outs, this is as close to genuine short-course 
racing as you can get. And for off-road action on the go, check out SUPER 
OFF-ROAD for your Game Boy! 


Tradewest, Inc. 2400 South Highway 75, Corsicana, Texas 75110 
©1991 Tradewest, Inc. Licensed to Tradewest, Inc. by the Leland Corporation, one of the world's 


leading U.S.-based coin operated games manufacturers. Nintendo, Super Nintendo Entertainment 
System, Game Boy, and the official seal are trademarks of Nintendo of America Inc. 
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NUBY ACCESSORIES 

Bigger. Brighter. Better. When you outfit your brighter, better thrills that Nuby Accessories de- 
Game Boy with Nuby Accessories, the fun really liver. In fact, since its debut in 1989, Nuby has 
begins. From the best-selling Nuby Game Light, developed over thirty innovative accessories for 
Magnifier and Amplifier, to the newly introduced every major video game system on the market — 
Nuby Power Pak, Game Light Plus and Attaché, roe Nintendo®, Game Boy™, SEGA®, and even 
Nuby Accessories mean the difference Ж 44 Super NES®. Nuby Accessories. Get 
between merely playing a game and 1% some today. And find out what being 
experiencing the ultimate in bigger, a "Nuby-Kid" is all about. 


A division of Curtis Manufacturing, 30 Fitzgerald Drive, Jaffrey, NH 03452 (603) 532-8724 
Nintendo, Game Boy and Super NES are registered trademarks of Nintendo of America Inc. SEGA is a registered trademark of SEGA of America Inc 
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Cover: It’s that time of the year 
again. The competition was 
fierce and relentless in 1991, but 
the vote is in. Turn to page 66 for 
a look at VG&CE's third annual 


picks of the best. 


Cover Photography 
Jerry Davidson 
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VIDEO-GAME REVIEWS 
Lemmings, Galaxy Force II, Valis III, Super 
Earth Defense Force, Star Trek, James 
Pond II—Codename: Robocod, The Legend 
of the Mystical Ninja, The Simpsons—Bart 
vs. The World, Bucky O'Hare, Super Off- 
Road, Monster in My Pocket, Buck Rogers, 
Smash TV and F-22 Interceptor. 


90 100 


COMPUTER-GAME PREVIEWS 
Populous II, Patton Strikes Back, Oil 
Barons, Nova 9 and Eye of the Beholder II: 
The Legend of DarkMoon. 


GAMING ON THE GO 
Awesome Golf, Blaster Master Boy, Super 
Golf, Teenage Mutant Ninja Turtles 
II—Back From the Sewers, Terminator 2: 
Judgement Day, Tournament Cyberball 

VG&CE'S BEST GAMES and Sonic the Hedgehog. 
OF 1991 
by the Editors of VG&CE 
The past year has produced some of the 
best computer and video games ever seen. 
VG&CE's writers and editors have made 
up their minds on what was the year's 
best, and we would like to show you. 


DEPARTMENTS 


EDITOR’S LETTER 6 110 
READER MAIL 10 COMPUTER-GAME REVIEWS 
Big Business, Chip's Challenge, Might and 
TIP SHEET 16 Magic III: Isles of Terra, Megafortress, 
NEWS BITS 20 Western Front, Amarillo Slim Dealer's 
- Choice, Ski-ulator and The Lost Admiral. 
89 EASTER EGG HUNT 32 
T 79 
DESTINATION ARCADIA 122 
PHANTASY STAR 111 Фе 
PLAYER'S GUIDE, PART 11 ADVERTISER INDEX 104 COMPUTER-GAME STRATEGIES 
by Clayton Walnum by John Schnyder 
This month we take up our adventures FANDANGO 108 Our floppy-disk virtuoso helps you 
after the marriage of Rhys and Lena and become a master builder in Castles 
find out who is responsible for the INSIDE GAMING 120 and shows you how to terminate a 
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e t's quite in- 
teresting to 
look back on past issues of 
VG&CE to see where the video- 

game industry stands in relation to 

its history. Did people learn by their 
mistakes? Certainly things moved for- 
ward, as expected, due to growing 
technology. What used to be 16 col- 
ors is now 256 colors in some games. 

What used to be double-digit sprite 

counts are now in triple digits. 

But the question | have is: Have 
people really learned? 
Are we all one happy 
family? 

| have my doubts. Way 
back in the October 1989 
issue of VG&CE, | com- 
mented on the then-cur- 
rent issue of how lawyers were 
becoming as important in software 
developments—perhaps 
important, in some instances—as 
the game developers themselves. At 
that point, Nintendo was embroiled 
in various legal actions with Tengen, 
a company that chose to go out on 
its own and do NES games outside 
of Nintendo’s control. 

Now we've witnessed Ninten- 
do's biggest competitor, Sega, tak- 
ing somewhat the same tack as it 
tries to maintain its leadership in 
the 16-bit market. Recently, we've 
seen suits filed (and since settled) 
between Sega and Razor Soft. As | 
write this, we've gotten press 
releases from Sega and Accolade 
detailing legal action between the 
two companies. The evolving law- 
suits are over Accolade's "right" to 
do Genesis software under its Bal- 


more 
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listix label, which 
sells cartridges 
outside of Sega's third-party 
licensing program. Suddenly it 
sounds like Nintendo vs. Tengen 
all over again. 

As | said two-and-a-half years 
ago, I’m not trained in law, so | may 
be talking through my hat on this. | 
also don't know the full details of 
the Sega/Accolade case, as it's just 
being formulated, but | find the 
whole thing kind of sad. Have con- 
sole manufacturers gotten 
so greedy that they have 
to try to get their hands 
on a share of every car- 
tridge that enters their 
machine? What happened 
to free enterprise? And it's 
the player who suffers, having to 
pay extra for the hardware that is 
used to attempt to lock out unau- 
thorized software from running. 
Additionally, time and money 
devoted to legal affairs could be 
better spent—at least in my view, 
for what that's worth—in creating 
better software for the current 
machine or designing even higher- 
powered hardware. But, instead, a 
whole lot of energy is being spent 
to prevent others from selling the 
fruits of their labors to the yearning 
public. /f you can't play by our 
rules, you can't play at all, it seems. 

| said it in my October 1989 edi- 
torial, and it still seems to ring true: 
It's disturbing for me to think that 
the lawyers are getting bigger 
offices than the programmers. 


—Andy Eddy, Executive Editor 


ON NES & GAME BOY 


NO FATE BUT WHAT YOU MAKE ON NES”: 
You аге a T-800 terminator. It’s a T-1000. 

You carry a lever-action Winchester. 
It’s invincible.You have on-screen target 
search displays. It’s made of liquid metal. defenses in 
You have 10 barrels of high-explosives. 
It is the ultimate weapon of destruction! 


FIGHT IN THE FUTURE...SAVE THE PAST ON GAME BOY": 
First battle titanium hyperalloy T-800's as the John Connor: 
of 2029. Then, enter SKYNET, capture TL тм. 


your own T-800, and become A 
the Harley riding, grenade firing, sai. 
terminator of today! PW- 3 


Red line young John 
Connor to safety! 


шы 
Lend a hand to the 


0 


\ Save humanity and terminate 
А | ~ \ ES" 
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You'll Love 
2) /w These Smash Hits! 


Two of lIrem's most popular 
T arcade hits are now avail- 
1 able for Game Boy." With 
шит the same eye-popping 
imm visual punch and exciting 


action you've come 
to expect from Irem. 


©1990 Irem America Corp. ™ and ® are trademarks of Irem. Nintendo, Nintendo 


ES 
FEm 
IREM AMERICA CORP* 


Irem America Corporation 
8335 154th Avenue N.E. 
Redmond, WA 98052 
FAX: (206) 883-8038 
Official 


Seal of Quality 


Entertainment System (NES) and Game Boy are trademarks of Nintendo of America Inc. 
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SUPER- 
CHARGED 
DR 16-BIT! 


ur hands on the 

t thing in the 

se to 3-D action. ` 
Byeball-grabbing 
Prrtics, brilliant colors, 


Ф phenomenal sound. 


П 


‚ Look for Super - 
R-Type, coming to your 
planet soon. 


эшан nA ч ) б u Irem America Corporation 
LL 8335 154th Avenue N.E. 
8 Th | Em Redmond, WA 98052 
E Б uence) IREM AMERICA CORP 


Nintendo and Super Nintendo Entertainment System (SNES) are 
lemarks of Nintendo of America Inc. . 
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HOW EVERYBODY GETS 
THEIR KICKS 
Dear VG&CE: 
| need your help. | have ordered 
games because of your editorials 
and have been exceptionally 
pleased. | have faith in your opin- 
ions. | also have a subscription now, 
too. Anyway, | rely on what you say 
for my purchases. (It's not the bucks, 
it's the time spent on the docs learn- 
ing the games that makes me partic- 
ular about what І get. 
Down to the nitty gritty of it all: 
I’m 38 years old and enjoy thinking 
games, but | also like “kick-their- 
face-in” games, too. What | mean is, 
Punch Out and Double Dragon stuff. 
My NES is gathering dust, and right- 
fully so since | discovered IBM PC 
computer games, but | would like an 
article from your staff on what 
would be good kick, punch, smash, 
crunch types of games [for the PCs]. 
| see Budokan and Bruce Lee Lives 
listed in the advertisements (Chips 
and Bits, for example), and I'd 
like to know what to get. | would 
like a game that gives more than 
a single punch and/or a single 
kick—you know, realistic fight- 
ing, with jabs, punches, spinning 
backfists, front kicks, back kicks, 
hook kicks and different types of 
weapons, too. | was into my fourth 
year in karate before | got injured (to 
the point where | had to quit). I'm 
also a Texas peace Officer, so it’s not 
like I’m unfamiliar with this kind of 
thing, but you know the games far 
better than |, and | need your advice. 
So puh-leeze help me! 
—Steve Gatewood 
Brownsville, Texas 
PS: | got your magazine because | 
was into NES games, and as | was 
reading the reviews, | also began 
reading the computer-game reviews. 
| thought, “Could they really be that 
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involved and exciting?” So | tried 
them, and, as | said, my NES is gath- 
ering dust. Wow! Thank you for 
opening my horizons by about two 
thousand percent! Now | am pleased 
to have a subscription to your maga- 
zine because of the computer infor- 
mation and reviews. Thank you, 
thank you and...thank you. 


And we'd like to thank you for the 
kind sentiments, Steve. It's nice to 
hear from a satisfied customer. 

Regarding your request for an 
article on beat-'em-up games, 
we'll take that into consideration 
for a future issue. For the time 
being, as you mentioned, 
Budokan is something that we 
would recommend. Others that 
our computer-game experts (name- 
ly, Arnie Katz, Joyce Worley and Bill 

Kunkel) noted were Wide World 

of Sports Boxing (Data East) and 

4-D Boxing (Electronic Arts), as 
well as the fighting scenes in 
Rocket Ranger (Cinemaware). 

We hope this gets you on track. 


SLIPPED DISC 

Dear VG&CE: 

When | first saw your coverage of 
the Super Famicom, | was aston- 
ished at the detail of the informa- 
tion, which therefore led me to buy 
a Super NES. But now that the 
Mega-CD is out in Japan for the 
Mega Drive, | was expecting a lot of 
the great coverage that your maga- 
zine offers. But when | received your 
latest issue, | was very disappointed 
to see that you had no coverage on 
it whatsoever. So, if you could start 


doing some coverage on the Mega 
Drive CD-ROM, it would really make 
my day. | have also been wondering 
if it will be coming with a game, and, 
if so, what game it will be coming 
with. Also, will it play CD+G discs? 
| also have one final question: 
When will the modem be coming 
out for the Genesis? When the Gen- 
esis first came out, there was a lot of 
talk about it, and then all of a sud- 
den there wasn't a word about it. 
Thank you for taking the time to 
read my questions. By the way, 1 
love your magazine. It's the best. 
—Sasan Behnood 
Anaheim, California 


The release of the Super Fam- 
icom was a little different than 
the release of the Mega Drive 
CD Player for a number of rea- 
sons. For one, the SF is a full- 

fledged system, as opposed to a 
peripheral. It was also the first sys- 
tem to be released in a number of 
years from Nintendo, something 
that many people felt was of great 
importance to the video-game 
industry. 

Not to diminish the impact that 
the Mega Drive CD will have on the 
market, but it’s an optional peripher- 
al—and one that, due to its price, 
will appeal to a smaller segment of 
the game-playing community. Also, 
we have a strong editorial commit- 
ment not to cover something too 
early in its existence. A good exam- 
ple is the Atari Panther, a console 
that most people in the industry 
were aware was in development, 
yet ended up being scrapped in 


Letters to be considered for publication 
should be addressed to Reader Mail, VG&CE, 
9171 Wilshire Blvd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 
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The Nuke Kid on 


Atomic Punk's dad is reactivated to root out the 
enemies from the core of Atomica. Gather 
power-ups, bombs and more to make him an 


Get bombarded by three blockbuster 
unstoppable force! 


games in one! 
Finally, challenge your friends to an Atomic Punk 


showdown. Hook up two Game Boys with a 
Game Link cable and watch the sparks fly! Find 
out who's the most explosive kid in town with 
this 2-player action game! 


"^ HUDSON SOFT USA. INC 
4 57% 400 OYSTER POINT BLVD. SUITE 515 
SOUTH SAN FRANCISCO, CA 94080 


©1991 Hudson Soft USA. Ine; All rights reserved. Atomic Punk and Bomberman ere trademarks of Hudson Soft 
USA, Inc. Hudso n Soft USA, Inc. в a trademark of Hudson Soft Co у, Game Link and 
the Official Seals ka of Nintendo of America Inc. © 1891 Nintendo of бате всу. 


First, blast into action as Atomic Punk, 
crusader for the invaded world of Atomica. 
Buy and sell your weapons 
to build up an arsenal 
that's powerful enough 
to blow the raiding 

aliens right off the map! 


Next, dive deep into the 
planet as Bomberman! 
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favor of another project. While other 
magazines may concentrate on 
being first, we'd rather be right. 

The same goes for the Mega 
Drive CD Player—or the Sega Gene- 
sis Mega CD, as it will be called 
here. We know as we write this 
(early November) that Sega is 
going to officially announce the 
CD unit at the Summer Con- 
sumer Electronics Show, which 
takes place in Chicago at the 
end of May. We haven't 
received firm details on what 
game(s) will be bundled with the 
Sega Genesis Mega CD, how much 
it will cost or when its exact release 
date will be. We expect to get that 
data soon, and, when we do, we'll 
pass it on to our readers. We want 
to fill the pages of VG&CE with 
quality information on products that 
you can pick up in your local store. 
Even with that policy, we have got- 
ten caught writing about things that 
were later scrapped, such as Space 
Invaders for the Game Boy, Mondu's 
Fight Palace for the Genesis (which 
is getting a second chance as 
SlaughterSport from Razor Soft) 
and...the TeleGenesis Modem. 

Seeing that we've mentioned it... 
onto the subject of the famed Tele- 
Genesis Modem, which Sega 
announced so long ago: It appears 
that, for all intents and purposes, 
the modem won't be released in the 
U.S.—at least, it's not on Sega's list 
of products to be released soon. 
Great name, but... 


A QUARTER FOR YOUR 
THOUGHTS 

Dear VG&CE: 

Just recently | saw a graphic in 
USA Today. It showed the percent- 
age of quarters that were spent on 
coin-operated amusement machines 
for 1980 and 1990. It showed that, in 
1980, there were more quarters 
being spent on video games than on 
pinball. In 1990, the reverse was 
true. | believe that this is due to the 
fact that, in 1980, video games were 
a new, innovative idea that people 
found exciting. 
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| remember clearly the number of 
quarters that | spent in 1980. In 
1990, video games have become the 
same old thing over and over again. 
Even though the video games boast 
very good graphics and sound 
effects, it seems like once you've 
played one, you've played them all. 

For example, The Simpsons has 

some sharp graphics and sound 

effects. It’s almost like watch- 
ing the program on TV, but the 
game play is very much like 
Teenage Mutant Ninja Turtles. |n 
fact, | haven't dropped a single 
quarter in the game. | still like to 
play Space Invaders whenever | find 
the game! 

Pinball has taken an increase in 
the percentage of quarters that are 
spent on amusement devices. This 
is perhaps because the pinball man- 
ufacturers have come up with some 
very innovative designs and ideas in 
pinball. | would like to give my next 
paycheck to meet Steve Ritchie, the 
man behind such classics as High 
Speed and soon-to-be-classics such 
as Terminator 2. (1 still play High 
Speed at my campus game room, 
and | just recently purchased High 
Speed for my NES. | enjoy it very 
much.) The only major gripe | have 
with pinball is some of these 
arcades like to set their machines 
for 50¢ games, and you get only 
three balls of play. | don't care 
how innovative a pinball game 
is, if | have to spend 50e to play 
it, | expect five balls of play and a 
decent free-game score to go for. 
l've played some games where the 
free-game score is set so high that it 
practically requires an act of God to 
get a replay. 

| hope this is of some interest to 
you and the readers of this fine 
magazine. 

— Steven Konopa 
Westerville, Ohio 


Thanks for the info, Steven, and 
your points are probably correct. 
There are very few video games that 
are "pushing the envelope" with 
regards to innovation—with the 
exception of some of Namco's and 
Atari's latest, as well as Sega's Time 


Traveler—while pinball has gone 
past rolling score counters and bells 
to animated LED score displays and 
digitized voices on chips. As you 
said, Williams' Terminator 2 is about 
as high-tech as it can get, with a pis- 
tol grip instead of a plunger, a mov- 
ing cannon for some bonus shots 
and a ton of Schwarzenegger dia- 
logue. It even has a video game that 
you play on its scoreboard. 

The other reason we see for pin- 
ball's popularity is that the games are 
so kinetic. There's nothing more ex- 
citing than getting multiball and try- 
ing to hit a critical ramp, while keep- 
ing an eye on all three balls at once. 

Thanks for your views, Steven. 
It's something for the game makers 
to consider when they are deciding 
the future of video games. 


A CABLE OF A 
DIFFERENT COLOR 

Dear VG&CE: 

Somewhere in one of your maga- 
zines way long ago, | came across a 
discussion about the Sega Genesis 
being capable of being attached to 
an RGB monitor. My question is, is 
this also true of the Super NES? If 

so, how? That way | don't have to 

obtain a TV. 
Great mag. Keep it up! 
—Jeremy Pyhala 
Rindge, New Hampshire 


According to Nintendo and the 
documentation that comes with the 
Super NES, there are no plans for 
an RGB cable for the system. Cur- 
rently, you can use either the RF 
cable or video/stereo audio cable 
that comes with the console, or 
order (for $19.95 and $2 shipping 
and handling) a cable that outputs 
in Super VHS format. There is talk 
of an RGB cable out of Japan, but 
nothing has surfaced to date. 

In the meantime, we'll set our 
experts to the task of seeing if it's 
possible to get RGB output from the 
SNES, even as a modification 
(though it will likely void your war- 
ranty). We'll post the information in 
a future VG&CE, if it can be done. & 
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DO SOME MOONLIGHTING = 
AS А CRIME FIGHTER. = == 


Night falls like a black shroud over Metro City, and the | 
ancient Egyptian villain Sutekh goes to work. And so do you. 
For you are the mysterious, unknown hero who Iurks in the 
corners, melts into the shadows, and rules the darkness. 
You are Nightshade for the NES"! 

Infiltrate one hundred of the city’s most seedy recesses 
while chasing thieves, thugs and muggers you must squeeze 
for clues, or destroy. Question dangerous characters, and 
hunt for hidden objects like force gloves and energy domes. 
All essential for survival as you fend off the hired assassins 
hot on your tail. 

Follow Sutekh’s trail of treachery too closely and you'll be 
figuring out how to escape the jackal pit, the human printing 
press, the closing wall of spikes, and other traps. Use your 
powers of intellect and keep your eyes open and your mind 
alert. Or you'll no longer control the | 
night, you'll be consumed by it. —EZmA 
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CRUSH THE 
WORLD'S GREATEST 
FIGHTERS 
WITH YOUR 


Ken Norton, Heavyweight Champion 1978; George Foreman, Heavyweight Champion 
1973-74; Larry Holmes, Heavyweight Champion, 1978-85; Joe Frazien Heavyweight Champion, 
1970-73, Muhammad Ali, Heavyweight Champion, 1964-67, 1974-78, 1978-79. 


©1991 NEC Technolog’ 
game ©1991 Futura-La 


Software, Inc. Champions Forever" &© 1989 Champions Forever, Inc. André Panza Kick Boxing 


Ali, Norton, Holmes, Frazier and Foreman are 
ready to pound your face...er, thumb. You can be them 
or battle them. Each champ looks and fights like the 
real thing. Ali floats like a butterfly and stings like a 
bee. Foreman puts his weight into devastating round- 
house punches. 

Taunt them if you've got the guts. Move and jab, 
or go toe-to-toe and rearrange their faces with nose 
bloodying hooks, jaw shattering uppercuts, and rib- 
cracking body shots. Block punches or clinch to protect 
yourself. Between round closeups show each Вохег 5 


facial damage. 


If exhibition matches arent enough for you, fight 
ЖА базе 


ап entire 15-year career. Crush these five formidable 


boxing greats and POW! you're a champion forever. 


Over 40 mind-blowing punches and kicks allow you to 


customize your assault. Once you've honed and sharpen- 
ed your moves, take on Panza himself for the ultimate 
kick boxing challange. 

бо what are you waiting for? Chicken? Then get 
Champions Forever Boxing and André Panza Kick 


Boxing and start rearranging some faces with your thumb. 


Corne out swinging but don't hit the guy in the tux. 


CHAMPIONS 


FOREVER 


He's lean. Hes mean. Hes André Panza and he's 
out for blood. Every move he makes is from digitized 
film footage from his greatest kicks and punches. So 
youre not fighting some namby pamby, make-believe 
video kick boxing creep. Youre duking it out with the 
master, 3-time World Kick Boxing Champion André 
Panza. 


If youre not ready for Panza, whip yourself into 


shape with training and conditioning sessions. Then Available at: Toys А Us, Babbage's, Electronics Boutique, Montgomery 
Ward, Software Etc., McDuff Electronics, VideoConcepts, Sears 

battle through the ranks of 8 international champions. Catalog, Weldensoftware and other leading retailers. 

For information on these gares, call the TurboTeam at 1-SOO-FUN-TGAG. The first 30 seconds are free, 999 per minute thereafter, maximum $5 per call. Get your parente 

permission firat. 
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Whenever | get to Blackhorn in 
the NES game Astyanax, | beat him 
once, but run out of magic and. 
barely have any energy to finish the 
level. Are there any shortcuts? Also, 
are there any passwords besides 
the level select? ) 

One more thing, рона | 
push О, О, D, L, Вапа О during the 
title screen for invincibility, nothing | 
happens. Is this the right code or is 
there something wrong with my 
game? And in which part of the title - 
Screen are you supposed to do jt? E 


you'll notice that there ari 
stone idols that have various ite. 
within them. The first one, whi 
appears only after you pass it. 
going to the right, contains a 
weapon power-up. If you have the 
ax, don't get this, but if you have 
the spear, make sure you get it. 
sically, you don't want the spear a 
this point. The second stone. 
contains a blue life potion. Do not 
get this as you pass by the first | 
time: When you reach Blackho. 


stone idol contains a power ‘suf 
ply—you can get this if you wan 

When you begin fightin Bla 
horn, immediately move to the left 
of the second stone statue then 
cover the blue potion, but di 
it yet. You can stand in place and 
turn back and forth as Blackhorn : 
. pears. Once you defeat Blackho 
you'll walk to the right ofthe s screen. 4 
Ав уои pass over the blue potion, 
you'll get full life back. Since you 
didn't use any magic, your magic 
gauge also will be intact. ^ 

For invincibility you must press 
UU, 00 D, L-R, U and then 
oem START during the title screen. 
There's only one title screen. It says 
PUSH START BUTTON across the 
screen. 
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“Kuros! Visions of Power" 


When Kuros Jase did battle with the evil wizard Malkil" atop Icefire 
Mountain;he raised his IronSword" in triumph...or so he thought. 

Without-warning, à powerful bolt of magic robbed Kuros of his armour, 
memory, and"fionor. But now, the distant presence of evil stirs in his mind, 
leading hip to the once fair city of Piedup, where the villainous sou/ of 
Malkilnow réigns: 

Without his armour, Kuros will need crafty disguises to travel undetected, 
ready to do battle as wizard, nobleman or thief. From the gloomy depths of the 
dungeon to the palace containing riches beyond belief...the time has come for 
Kuros to turn his visions of power into reality! 


Kuros the t Warrior 
wields his mighty Silver- 
Sword in the face of danger. 


TTET 
аа oo 
Qoo» Ns È gS 


To give Malkil a taste of his 
own medicine, Kuros must 
master the craft of wizardry. 


J FE, 
Eamon зво 


<4 Kuros and his ultimate battle. 


Wizards & Warriors III", Kuros ", Visions 
of Power", IronSword™, Malkil” and 
Acclaim® are trademarks of Acclaim 
Entertainment, Inc. All rights reserved. 
Nintendo®, Nintendo Entertainment 
System® and the official seals are 
trademarks of Nintendo of America Inc, 
JA. ; © 1991 Acclaim Entertainment, Inc. 
entertainment, inc ч All rights reserved. 
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I've owned Hellfire for my 
Genesis for almost two 
months and | still cannot get 
past Level 6 on “easy.” | des- 
perately need help because 
this game is driving me crazy. 
| would appreciate any codes, 
tips—anything. Would the 
codes for a Japanese version 
of a game still work on an 
American version? 

—Javan Bradshaw 
Scarborough, Ontario, 
Canada 


dii 7 


My first suggestion would 
be to play this game with the 
Power Stick or something 
with auto-fire on it. You will 
find auto-fire helps. 

To get by the three mini-bosses, you need to know the best 
place to shoot from on-screen. 

* For the first mini-boss, try to work your way around to the 
top so you can fire onto its roof. 

* On the second mini-boss, shoot it right in the "nose" for the 
easy kill. 

* For the third mini-boss, try to get above the ship and fire 
down on top of it. 

* And for the final end boss, you'll need to shoot its head 
when it drops its shield. 


When | bought my Mega Drive over- 
seas, | thought it was compatible with 
Genesis and Mega Drive cartridges. It 
worked fine with games from both sys- 
tems until | bought the game Budokan 
from Electronic Arts. It didn't work, so | 
took it back to the store. They tried the 
game, and it worked fine. | was wonder- 
ing if you could tell me what is wrong and 
what 1 can do to correct it. Thank you. 

—En Jang Hsu 
Covina, California 


Sega recently told us they modified 
the Genesis, and that three games (that 
we know of right now) do not work on 
the new Genesis: Budokan, Populous 
and Zany Golf. It’s possible that this will 
also include Accolade/Ballistix games 
and Mega Drive games; any game that 
doesn't have the Sega of America Seal of 
Approval stands a good chance of not 
working. 

If you own a Mega Drive and the 
game doesn't work, we have no idea 
what to tell you. Unfortunately, when 
you buy an import system, there is no 
guarantee that it will work with American 
game carts. 


| purchased the NES game The Immortal, and have passed all the 
levels without problem, until now. | am now in the seventh level, and | 
have no idea what to do against the dragon. | have found the hidden 
trapdoor and have all the items | need: blink, fire protection, magnetic 
hands, statue, the amulet and 200 gold pieces. | have tried using them 
in several orders without success. The most that | have done is to 
make a small, red wizard appear 
on the ledge above me. | would 
appreciate it if, in one of your 
next issues, you would print the 
answer to my question. 
—Daryn Murphy | 
Palm Harbor, Florida 


When you first go against the 
dragon, use the blink spell. 
When you have used all six 
blinks, wait for him to breathe 
fire on you for the seventh time, 
but, at the last minute, switch to 
the fire protection spell, then 
immediately use the amulet. 
Hold it up to the light, but don't 
read it. Be careful on the sev- 
enth breath, because the dragon 
will do a double pump before it 
actually breathes fire. Now 
you're ready to fight Mordamir. 


T'S BARTMANIA 


FOR YOUR NES AND GAME BOY! $ 


Gang way, man! їз Bartmania three ways oro MD and Е ! Looking for some wild TH Then hel 
as they 


THE 
SimP Sons 
BART VS. THE 


save Springfield from the E for your NES." For Simpsons " antics on the go, join 


. Look for Bart as ес 


62 
(% A in their all-new NES " adventure 


Homer has his hands full vacationing 
at the Krusty Sphinx but maybe 
Bartman can save the day in 


NOR). I's all-out mayhem around the “Bart vs. the World” 


for your NES! 


3 from m as Burns and Smithers try to 


ү the Simpsons” once and for all. Don't let that happen... Save Springfield ... 


Save the Simpsons”. Save the World ... Keep 


KEEP 
Ironfist Burns h ial 
BARTMAN IA plans for hie Hanoy camper" 
ALIVE! in “Escape from Camp Deadly” 


for Game Boy! 


Only Bart can save Springfield from 
the alien invasion in “Bart vs. the 
Space Mutants” for your NES! 


AKlaim 


entertainment inc 


от LICENSED BY 


С) 
* 


The Simpsons™ TM & © 1991 Twentieth Century Fox Film Corporation All rights reserved. Nintendo®, Nintendo Entertainment System®, Game Boy? and the official seals are trademarks of Nintendo nf America Inc. Acclaim™ is a registered 
trademark of Acclaim Entertainment, Inc. € 1991 Acclaim Entertainment, Inc. All rights reserved. 
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COMPILED BY 
Joyce WoRLEY 


NEC Shows PC 
Engine Duo at 
Winter CES 

In a bold move, NEC 
Technologies displayed its 
combined 16-bit video- 
game system and CD-ROM 
unit at the Las Vegas Win- 
ter Consumer Electronics 
Show. Introduced to the 
Japanese public last 
September, the PC Engine 
Duo is an upgraded hybrid 
unit of NEC's PC Engine 
(the Japanese TurboGrafx- 
16) and CD-ROM player. 

The CD-ROM unit built 
into the "Duo" has four 
times the memory capacity 
of the currently available 
CD-ROM, allowing disc- 
based games to have unin- 
terrupted play action. 

Software for the Duo is 
already under development 
in the U.S., and current 
owners of the TurboGrafx- 
CD player will be given the 
opportunity to upgrade 
their systems with a low- 
priced, expanded-memory 
chip card. 
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The Duo is expected to 
be available in the U.S. as 
early as next fall, while an 
upgrade card for Turbo- 
Grafx-CD owners may be 
available by this spring. 


Sega Sues Accolade 

Legal troubles continue 
to plague the video-game 
software community. The 
latest action pits Sega En- 
terprises Ltd. in a lawsuit 
against Accolade. The suit 
alleges that Accolade, 
under its Ballistix line of 16- 
bit video-game software, 
developed and distributed 
Sega Genesis products that 
infringe on proprietary 
trademarks. 

Accolade responded by 
dismissing the claims as 
being “frivolous, without 
merit and in some cases 
facetious.” According to 
Alan Miller, president and 
CEO of Accolade: “Yester- 
day’s announcement is yet 
another attempt by Sega to 
force Accolade into agree- 
ing to what amounts to a 
non-negotiable, third-party 
licensing arrangement. Our 
position on this issue is 


” 
aA 
ФА N 
ВАС 
firm, and we do 
not intend to 


and Punk Development Inc. 
Under terms of the agree- 
ment, Razor Soft will con- 
tinue to be an authorized, 
Sega third-party publisher. 

Razor Soft’s president, 
Kyle Shelly, acknowledged 
that the company had used 
copyrights, trademarks and 
trade dress without ap- 
proval when it initially re- 
leased units of StormLord. 
“The advantages of the 
Sega Genesis system are 
now well understood 
by the trade and con- 
sumers alike, and we 
are confidently prepar- 
ing for the release of 
our upcoming titles for 
the Sega Genesis,” 
Shelly said. 

Shinobu Toyoda, 


allow this suit 
to prevent Accolade from 
continuing to bring its high- 
est-quality, best-selling 
products to retailers and to 
consumers.” 

Miller went on to say: 
“We have never claimed to 
be a licensee of Sega, and 
we do not believe our pack- 
aging suggests that we 
are.... Accolade needs no 
endorsement from Sega to 
sell its products.” 


Sega and Razor 
Soft Settle 

Sega of America and its 
parent company, Sega En- 
terprises Ltd. of Tokyo, an- 
nounced settlement of the 
pending lawsuits between 
them and Razor Soft Inter- 
national and its sub- 
sidiaries, Razor Soft Inc., 
Software X-Change Inc. 


executive vice-presi- 
dent of Sega of America, 
had this to say: "The swift 
resolution of this matter 
should be to the benefit of 
all companies involved. 
Sega's continued relation- 
ship with Razor Soft and 
our 23 other authorized 
third-party software pub- 
lishers will continue to 
strengthen the leadership 
position of the Sega Gen- 
esis system. Sega's third- 
party program ensures 
the continued develop- 
ment of a wealth of inno- 
vative games." 


Filter Protects Eyes 
From VDT Glare 
Optical Coating Labora- 

tory Inc. has introduced a 
new slip-on monitor shield 
that promises to protect 
computer users from glare 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


(And maybe a few of 
your friends, too!) 


Here’s your chance to wipe the smiles off those 
annoying happy faces once and for all! In 
FaceBall 2000, “Have a Nice Day" takes on a 
whole new meaning— in first-person perspec- 
tive, with 3D graphics and 360° maneuvering! 


And we mean into! 
FaceBall 2000 is a new 
virtual reality game. 

You don't just see your 
character, you але your 
character. Feel like you're actually inside your 
Game Boy as you move through CyberScape's more 
than 70 treacherous mazes — or the Arena, in fast- 
paced rounds of high-tech combat. 


WATCH OUT! They only look happy! 


Sure. You can take on the Smiloids alone. 
But with your Game Link™ cable or Four 
Player Adapter, those faces can belong to 4, 
your friends! Play one-on-one, two * 
against two, or free-for-all! 


More than four 
times the fun with 
the Four Player 
Adapter! 


FACEBALL 


Bullet-Proof Software • 8337 154th Ave. М.Е 


* Redmond, WA 98( 
der authorization, ©1991 Xanth 
т Xanth Software F/X, Inc 
9 Nintendo of America Ine 
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f Bullet-Proof Software, Inc. Used 
al game and de 1987. Distributed under lic 


› of America Inc, O1 


A whole new way to get into your Game Boy. 


52 * (206) 861-9200 


Game В 


tware F/X, In 


All 


nk 


The Best Games in the World” 
М а -У ос” 
Voted are 


7 


Don't miss your chance to get up to $5 back with our multiplayer rebate! You'll find 

all the info inside your FaceBall 2000 package when you open it up for the game of your 
life! But hurry. Some of your friends might be buying FaceBall 2000 right now. If they 
get in too much practice without you, the smile that gets wiped might be your own! 


and electric-field radiation. 
The Glare/Guard Universal 
Profile fits most 12- to 15- 
inch monitors and reduces 
glare by up to 99%. 


The new design includes 
a flexible lip and conforms 
to the monitor, sealing out 
light and dust, to provide a 
customized look. The opti- 
cally coated glass filter is 
said to improve contrast, 
resolution and viewability, 
while helping to reduce 
eyestrain, headaches and 
blurred vision. Glare/Guard 
Universal Profile models 
start at $69.95. 

Optical Coating 

Laboratory Inc. 

2789 Northpoint Parkway 

Santa Rosa, CA 95407 

(707) 545-6440. 


Spectrum 
HoloByte Joins 
"Mirtuality" Group 

Spectrum HoloByte has 
entered into an agreement 
with Horizon Entertainment 
and W Industries to form a 
new software publishing 
firm. The new entity, Cyber- 
studio, will create software 
for the Virtuality Entertain- 
ment System, manufac- 
tured in the United King- 
dom by W Industries and 
distributed in the U.S. by 
Horizon (a division of Edi- 
son Brothers Stores Inc., of 
St. Louis). 

Virtuality is a location- 
based entertainment sys- 
tem that puts the arcade 
gamer into a computer- 
generated 3-D world with 
stereoscopic depth vision, 
quadraphonic sound and 
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360-degree action. Players 
sit or stand inside the Virtu- 
ality unit, equipped with 
special headsets, gloves 
and joysticks, and compete 
either against the 
computer or each 
other. Virtuality sys- 
tems will be placed 
in mall locations, 
and cost of play is 
expected to be $1 
per minute, with a 
game taking about 
three minutes. 

Spectrum Holo- 
Byte plans to mod- 
ify and enhance existing 
software for the high-tech 
system and to develop orig- 
inal titles, including its own 
Falcon 3.0 and Avenger A- 
10. The first of the new 
games is expected to be 
ready in early 1993. 


Broderbund Plans 
Public Offering; 
Extends Maxis’ 

Agreement 

Broderbund Software 
has filed a registration 
statement with the Securi- 
ties and Exchange Commis- 
sion, and plans an initial 
public offering of common 
stock. Over 3 million shares 
will be offered in the initial 
filing, at an estimated price 
of $9.50 to $11 per share. 


erbund handles all sales 
and distribution of Maxis 
software, which includes 
the company’s hit titles 
SimCity, SimEarth and 
SimAnt. 


Atari Ships Deluxe 
Lynx, Announces 
Plans for '92 

Atari has shipped a 
deluxe Lynx entertainment 
package designed to retail 
for $129.99. The value price 
includes the Lynx game 
unit, AC adapter, ComLynx 
communications cable for 
multiplayer hookups, carry- 
ing pouch and California 
Games cartridge. The com- 
pany has warned that there 
will only be a limited num- 
ber of the specially priced 


packs available. After they | 


are gone, the Lynx will con- 
tinue to sell for $99.99 for 
the base unit, or $149.99 for 
the full system. 


The company has also | 


revealed plans to ship over 
60 additional cartridges in 
1992, including sports 
games such as World Class 
Soccer, Hockey, NFL Foot- 
ball, Baseball Heroes, Mal- 


ibu Bikini Volleyball and | 
Basketbrawl. Nonsports ti- | 


tles include Lemmings, 
Shadow of the Beast, Drac- 
ula and Daemonsgate. 


In a separate an- 
nouncement, Brgder- 
bund revealed that the 
original three-year af- 
filiated agreement 
with Maxis has been 
extended through 
February 1993. Under 
this agreement, Brød- 


Access LINKS: 
Windows & MPC 
Access Software has un- 

veiled two new versions of 
its LINKS The Challenge of 
Golf program, to provide 
top-level golf for Windows 
users and for Multimedia 
PC. The Windows version 
uses separate windows for 
swinging, scoring and top 
view, and supports all Win- 
dows modes from 640 x 
480 16 colors and up. The 
Multimedia PC LINKS takes 
advantage of the storage 
capacity of CD-ROM, and 
adds video and audio data 
to make the golfing experi- 


ence even more realistic. 
Some of the new options 
include flybys of each hole 
and tours of the course. 

Access also premiered a 
new championship course 
disk, Dorado Beach, the fa- 
mous Puerto Rican golf 
course, and it has indicated 
that there will be five addi- 
tional courses introduced 
during 1992. 

Access celebrated the 
sale of the 100,000th copy of 
LINKS in September 1991, 
marking the tenth month of 
the program's life. 


Sierra Extends 
Customer Support 
Hours 

Sierra currently has ex- 
tended customer service 
hours for this busy season. 
The new hours began De- 
cember 1, 1991, and will be 
in effect through March 31, 
1992. They are: Monday 
through Friday, 8 a.m. to 9 
p.m.; Saturday, 8 a.m. to 5 
p.m. Pacific Standard Time. 
The Sierra Hot Line number 
is (209) 683-8989. 


continued on page 26 
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MEoAMAN d 
E f 


Mega Man 4... 
Like Nothing Before 


New Enemies like Dr. Cossack. “Cruel!” 
New Weapons like the Mega Buster. “Devastating!” 
New Robots like Toad 
Man and Skull Man. 
“Gnarly!” Devices like 
а А Balloon adapters and 
ори Tuad Man uil havesou Riset neu hejette wih ан Grappling hooks. “Handy!” 
Get Mega Man 4— 
The rest were just 
warm-ups. "Really!" 


©1992 CAPCOM USA, INC. Nintendo and Nintendo Entertainment 
Systems are trademarks of Nintendo of America, Inc 
For more information call (408) 727-0400. Licensed by Ninten "lay on the 
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ENTERTAINMENT 
SYSTEM" 
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Send in the.coupon below for one free 
issue of TurboPlay, the only magazine 
for the TurboGrafx-16 game player! 


FREE ISSUE! FREE ISSUE! 


Mail To: TurboPlay Subscriptions, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210 


Yes! Send me my free 
sample issue! 


Name 
Address 
City/State/Zip 


(Limit one issue per name. Please send orignal coupon : 


only-no photocopies accepted.) 


NEC and TurboGrafx-16 are registered trademarks of 
NEC Technologies (U.S.A.) Inc. 


EACH ISSUE PACKED WITH: 
:: Game Strategies 
-- Hot New Information 
+ Turbo Tips Reviews 
» New Game Previews 


<FREE ISSUE! 


1 Mail To: TurboPlay, P.O. Box 16928, N. Hollywood, CA 91615 


; ОЅідп me up for 6 bimonthly issues of TurboPlay 
' for the charter subscription rate of $9.95! 


‚ Мате 


pAddross m cmn maam 
‚ City/State/Zip 
{ Payment Enclosed—Charge My Visa LIMC 
Exp. 
i = a 


OFFER EXPIRES APRIL 28, 1992 


lose your eyes and imagine the perfect golf course. Whether you conjure 
yup an image of a real-life, world famous course or visualize a 
championship course of your own design - if you can dream it, you can play 
it with Greg Norman's GOLF POWER. Our exclusive Course Designer with 
battery back-up allows you to customize your own 18-hole championship 
course and then save it in memory. 


GOLF POWER challenges you with: 


Multiple putting and driving ranges 
Amateur, Pro-Am, and Professional levels of play 
Practice, Matchplay and Strokeplay with single and team 
play options (up to four players) 
On-screen ability to control your swing, for a game 
that demands more skill than luck. 
Changing wind and weather conditions 


Create a dream course, play one of the pre-set courses 
in England, Scotland, the USA or Japan, or rejoin 
a saved game right where you left off. 


Just like the great White Shark, you'll need total 
concentration, strategy and control to make the 
leader board. 


® 
è COMING SPRING 1992! 
7 Golf Power™ is a trademark of Virgin Games, Inc. 
© 1991 Virgin Games, Inc. and 
Gremlin Graphics Software Ltd. All rights reserved. 
Virgin is a registered trademark of Virgin Enterprises, Ltd. 


Nintendo and Nintendo Entertainment System are registered trademarks 
G AIVI ES of Nintendo of America Inc. 


For pricing and orders, please call 800-VRG-IN07. Visa, Mastercard, American Express, and checks accepted. 


continued from page 22 


Cabinet Brings 
Arcade Style Home 

Upstart Devices has in- 
troduced an arcade-style 
cabinet for video games 
that promises to make 
home play more 
fun. The Upstart 
Cabinet works with 
either the Sega 
Genesis or NES, 
and provides a 
control panel 
with quality joy- 
sticks and but- 
tons that plug 
into the home 
system's jacks. It 
will accommo- 
date a 19- or 20- 
inch TV monitor, 
and also pro- 
vides storage space for 
the system, peripherals and 
games. The monitor is held 
at an upward-tilted angle, 
similar to the angle of most 
arcade games. 

The laminated particle- 
board cabinet stands 5'6" 
and comes with all needed 
cables and hookups for 
about $500. 

Upstart Devices 

P. O. Box 2062 

San Jose, CA 95109 

(408) 295-9414 


Carmen, Living 
Books Make 
CD-ROM Debut 

Brgderbund introduced 
two new CD-ROM titles. 
New for 1992 is the deluxe 
edition of Where in the 
World Is Carmen San- 
diego? for Multimedia PCs. 
The game has been ex- 
panded for CD-ROM from 
the original program, and 
now features traditional 
and folk music for each lo- 
cation, 130 digitized photos 
of 60 countries (many pro- 
duced from National Geo- 
graphic Society slides), 
hundreds of new anima- 
tions and over 3,000 clues. 

The company also intro- 
duced the first in a series of 
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Broderbund Living Books. 
These products are early- 
reading storybooks sparked 
with extensive sound and 
animation. The first title in 
the series is Mercer 
Mayer's Just Grand- 
ma and Me. The 
interactive book 
stars “Little Crit- 
ter” and Grandma 
on a visit to the 
beach, with inter- 
active animations 
and a soundtrack 
that consists of 
characters that 
speak, special 
audio effects and 
music. The child 
chooses to hear or 
play in English, 
Spanish or Japan- 
ese, and uses point- 
and-click technology to ex- 
plore the story. 


Buyers Guide 
Packs Games 
With Book 

The latest wrinkle in 
computer gaming books 
now includes a book 
packed with software disks. 
Dvorak’s Guide to PC 
Games, by John C. Dvorak 
and Peter Spear (Bantam, 
416 pages, plus two 5.25- 
inch disks, $29.95), contains 
a guide to what's commer- 
cially available in games, 
information on how to get 
free (shareware) games, 
hints and tips, and lots of il- 
lustrations. Programs on 
the enclosed disks include 
seven shareware games 
and four utilities, including 
The Boss Key (turns a 
game screen into a spread- 
sheet), Digital Lava Lamp 
(some fancy kaleidoscopic 
effects for VGA graphics 
card users), a screen saver 
and a menu system. 
There's some learned com- 
mentary on hardware, lots 
of advice and information, 
and a good rationale if you 
ever get caught playing 
games on the boss' time. 


Computer 
Companies Offer 
Lotto Luck 

They don't guarantee 
you will win, but at least 
two software manufactur- 
ers are betting they can im- 
prove your chances. Soft- 
ware that helps would-be 


| lotto winners pick their 
| numbers is available, but 


let the buyer be aware that 
there are no promises of a 
sure thing. 

Capstone's Lotto Gold— 
The Ultimate Lottery Anal- 
ysis Program ($49.95 for 
the IBM PC) analyzes win- 
ning lottery numbers, 
charts and prints trends, 
picks and wheels numbers, 
and manages lottery pools. 
It comes programmed with 
winning numbers from 38 
state and regional lotteries, 
then provides methods for 
analyzing the numbers and 
making predictions of hot 
or due numbers, pairs and 
triples. The anal- 
ysis techniques 


ing from histori- 
cal probabilities 
through numerous 
other systems, in- 
cluding bio- 
rhythms, — &. 
| Ching X 
numer- 
ology 
and lots more. 
It accommo- 
dates Pick 3 
and Pick 4 
lotteries, as 
well as Pick 
5; 6 апа 7 
number games. 
Capstone 
14202 SW 136th St. 
Miami, FL 33186 
(305) 252-9040 
Entertainment On-Line 
has two number crunchers. 
The Complete Lottery 
Tracker & Wheeler Version 
4.0 ($49.95 for the IBM PC 
and Macintosh) tracks lotto 
games, includes analysis 
capabilities and allows the 


player to record bets. It 
comes with an audio tape 
that provides tips and 
strategies. The Daily Num- 
ber Buster Version 2.0 (IBM 
PC) claims to be the world’s 
most comprehensive lot- 
tery software for three- and 
four-digit daily number 
games and daily deal 
games. It will produce 
every possible four-number 
ticket combination, and it 
can also accommodate 
boxed bets. 
Entertainment On-Line 
P.O. Box 553 
Westborough, MA 01581 
(508) 898-9398 


Captain America, 
Star Trek Hit 
Arcades 

Data East is counting on 

a lineup of heroes to make 
its most recent pay-for- 
play machines into hits. 
The company’s four-player 
video game, Captain Amer- 
ica and the Avengers, 
features Marvel 
superheroes 
Captain Amer- 
ica, Iron Man, 
Hawkeye and 
Vision in battles 
against such 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


SUPER BASEBALL SIMULATOR 1,000™ 


BASEBALL SIMULATOR 1,000'", NES? BEST SPORTS GAME FOR 1990, IS UPGRADED AND 


IS BACK FOR THE 
FEW EXAMPLES. 


AWARD WINNER 


THE MAGIC OF SCHEHERAZADE 


WAS AWARDED 


“BEST GRAPHIC OF THE YEAR" IN 


1909 BASEBALL SIMUI 


1000™ WAS VOTED “BEST SPORTS 


GAME OF THE YEAR” IN 


GAME PLAYER'S" MAGAZINE FOR 


NES™ CULTURE BRAIN Wi 


PROVIDE ONLY THE HIGHEST 


QUALITY GAMES. 


BgASEBALUSTARICATOR 1,009 


IHE BEST BASEBALL GAME FOR NES 
™IT HAS EXHIBITION, SEASON, EDIT 
MODE, AND EVEN AN ACTION MODE. 
TOO! YOU CAN PLAY IT ANYWAY YOU 
WANT. 


MANA BOY 


COMICAL NINJA ACTION GAME! 
LOOK FOR ITEMS HIDDEN IN THE 
ROCKS! BEAT UP THE ENEMIES 
AND RESCUE THE PRINCESS. 


SNES'". ІТ HAS MANY NEW FEATURES. THE FOLLOWING ARE JUST A 


Simulator 1,000 " ! 

ажы” jo w-t pcr, os 

mm 

ШЕ =“ о avo на не ne, 50 5а ERR 


team расте 


носев нао зю 


+ SACRE FLY 


Look at these incredible features of "Super Baseball 


Best 30 Individual Stats 


Ba ж Los с 


5,30. 60 AND 165 GAME SEASONS TO CHOOSE FROM 


1-8 PLAYERS CAN COMPETE YOU CAN LET THE COMPUTER PLAY THE GAME TOO. 


1, 3, 5 AND 9 INNINGS TO CHOOSE FROM 


24 TEAMS 


432 PLAYERS IN ALL. 


THE BATTING STATS ON 8 ITEMS AND PITCHING STATS ON 10 ITEMS. 


EDIT YOUR ORIGINAL TEAM AND LET THE COMPUTER PLAY. 


THE MANAGER CAN SEND SIGNALS TO THE PLAYERS. 


YOU CAN VIEW THE QUICK AUTO GAME RESULT. 


YOU CAN EDIT THE TEAMS, PITCHERS, AND BATTERS, 


[THERE ARE 3 COMPUTER LEVELS; STANDARD, ADVANCED, AND EXPERT MODES. 


EACH PITCHER HAS DIFFERENT CHARACTERISTICS, 


YOU CAN CHOOSE THE COLOR OF THE UNIFORMS AND T-SHIRTS. 


LATOR 


[YOU CAN SET THE AMOUNT OF ULTRA POINTS BEFORE PLAY. 


THERE IS OPTION OF ON-SCREEN DISPLAY OF WHICH ULTRA PLAYS YOU CAN USE. 


ANTS TO 


[39 DIFFERENT ULTRA PLAY ABILITIES. 


[THERE IS AN OPTION OF WHETHER OR NOT TO HAVE ERRORS DURING PLAYS. 


YNG WARRIORS 
FLYING WARRIORS TRY TO KEEP 
THE PEACE IN THE WORLD. 

THIS GAME EVEN HAS A TOURNA- 
MENT MODE THAT ALLOWS YOU 
TO PLAY WITH SIX DIFFERENT 
KINDS OF FIGHTERS. WE ARE IN 
THE PROCESS OF DEVELOPING 
FLYING WARRIORS™ FOR 
SUPER NES™ NOW. 


ZEUG SIMULATOR 2 11 


THIS GAMES' VS MODE. 
LETS YOU PLAY WITH YOUR 
FRIEND. IT'S TIME FOR REAL 
FUNI 


CIRCLE #111 ON READER SERVICE CARD. 


igi Canin Sen Miia 


THIS IS THE GAME THAT 15 
PACKED WITH FUN. COMICAL 
NINJA, RPG, AND ALL KINDS OF 
EVENTS, ACTIONS, ITEMS, AND 
ENEMIES, YOU MIGHT LAUGH 
HYSTERICALLY PLAYING THIS 
GAME. LOOK FORWARD TO PLAY- 
ING SUPER NES" "LITTLE NINJA 
BROTHERS"™. 


C ULIOII- BRAIN А 


[rir go FER) ORLO СНАМР 


EACH OF THE 12 CHARACTERS 
HAS PARAMETERS ON 11 DIF- 
FERENT PHYSICAL ABILITIES, 
KICK, PUNCH, SPECIAL TRICKS, 
ETC. THERE ARE OVER BO DIF- 
FERENT TECHNIQUES TO FIGHT 
WITH. YOU CAN EVEN TRAIN YOUR 
CHARACTERS TO IMPROVE THEIR 
ABILITIES. THIS GAME IS DEFI- 
NITELY FOR A REAL FIGHTER: 


MORE NEW TITLES COMING SOON! 


HERE'S A LINE-UP OF CULTURE BRAIN'S PRODUCTS IN THE YEAR ОРО 
WELL CONTINUE TO DEVELOPE MANY MORE HIGH QUALITY GAMES 
THAT SATISFY OUR GAME PLAYERS, 


NINTENDO? ANO HNTENDO ENTERTARMENT SYSTEM" SUPER NINTENDO ENT 


Тым SYSTEM GAME BOYS THE OFFICIAL SEALS ARE TRADEMARKS 


Стеве 1909 90 91 92 CULTU BAAN USA NE 


NINTENDO* SUPER NINTENDO ENTER 
TAINMENT SYSTEM? and SUPER NES™ 
and the official seals are trademarks of 


Nintendo of America Inc. 


CULTURE BRAIN U.S.A. INC. OFFICE 
15315 NE 90TH 

REDMOND. WA 98052 

TEL(206)882 2339 


villains as Ultron, Man- 
darin and the Grim Reaper, 
who make up the team 
backed by Red Skull. This 
archvillain has enslaved 
other super-villains to 
take over the world 
through five stages of 
scrolling action combat. 

The company has also 
introduced the Star Trek 
25th Anniversary Pinball, 
which features an interac- 
tive “fire photon torpedo” 
button to shoot flying 
spaceships and a special ef- 
fect transporter that beams 
up the crew. Additionally, 
the pinball boasts the well- 
known theme music, as 
well as speeches by Scotty 
and Dr. McCoy. 


Party Zone 
Uses Talking Head 
and Dancing 
Dummy 

Today’s pinball ma- 
chines offer more than just 
spinning balls and multi- 
million-point scoring. Party 
Zone, from Bally/Midway, 
stars a talking head, Cap- 
tain B. Zarr, as host and 
D.J., a pop-up Supersonic 
Robotic Comic and a danc- 
ing dummy that jiggles and 
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bobs dur- 
ing the Party Zone's 
dance contest. 

Designed by 
Dennis Nordman 
and Greg Freres 
(who worked on 
Elvira and The Party Mon- 
sters and Dr. Dude & His 
Excellent Ray), the new pin 
is said to follow the humor- 
ous style of Gilligan’s Is- 
land, which ranks as one of 
this company’s all-time 
best-sellers. 


Sound Advice for 
Computerists 

Ad Lib Inc. unveiled an 
SCSI Adapter Kit for its Ad 
Lib Gold 1000 sound board, 
to make it possible for 
users to add interfacing ca- 
pabilities for a CD-ROM 
drive. According to a com- 
pany spokesman, the pig- 
gyback module clips onto 
the Ad Lib Gold 1000 and 
does not require a slot. It 
comes with software, in- 
stallation program and а 
flat cable for an internal 
CD-ROM drive. 

Covox has released The 
Overlord, a software prod- 
uct that makes all Covox 
devices compatible with 
other sound boards. It con- 
tains upgrade programs 
and device drivers for the 
company's line of products, 
and it actually endows 
some devices with capabili- 
ties they didn’t have previ- 


ously. For example, with 
The Overlord, the Covox 
Sound Master Il and Voice 
Master products can play 
back all CMS Sound Blaster 
digitized sound files. The 
new device is included free 
with all Covox products, 
and present owners 
can download it free 
of charge from the 
Covox BBS; phone 
(503) 342-4135, or 
Ш receive it for ship- 
ping costs by calling 
Covox directly. 

Walt Disney 
Computer Soft- 
ware entered an 
agreement with 
Phoenix Technol- 
ogy to make Disney 
sound technology available 
to over 250 PC manufactur- 
ers. The Disney Sound 
Source will be integrated 
into the system design of 
desktop and lap top com- 
puters from the companies 
that license it, either as a 
circuit schematic, in chip 
format or as a plug-and- 
play end-user device. 


Tokens Get Fancy, 
Court Collectors 
Tokens, those money- 

substitute coins used in 
many play-for-pay palaces, 
will be fancier and more or- 
namental. At a recent in- 


dustry showcase, most of 
the coin minters revealed 
plans for super-ornamental 
tokens that would have 
special appeal to the play- 
ers. The object is to attract 


token collectors to pur- 
chase, then save, the coin 
substitutes. 

Nevada Coin Mart has 
introduced a new product 
line called the Kaleidocolor. 
The company applies a 
coating to the metal token, 
then adds a clear covering 
for depth and mixes color 
shades for the client's spe- 
cial needs. Custom designs 
further personalize the 
coins, making them attrac- 
tive souvenirs. 


Top Coin-Ops of 
October 1991 
Figures courtesy of 
RePlay magazine, based on 
an earnings-opinion poll of 
operators. 


Best Upright Videos 

. Steel Talons by Atari 

. Wrestlefest+ by Technos 

. Road Riot by Atari 

Race Drivin' by Atari 

. Steel Gunner by Namco 

. Final Lap 2by Namco 

Hard Drivin' by Atari 

. Cisco Heat by Jaleco 

. Vendetta» by Konami 

. Mad Dog McCree by 
Betson/lcat 


ооомоотром 


Best Coin-Op Software 
1. Street Fighter Il by 
Capcom 

. Clutch Hitter by Sega 

. Super Baseball 2020 by 
SNK 

. Crossed Swords by SNK 

. Sengoku by SNK 

. Burning Fight by SNK 

. Raiden by Fabtek 

. Final Fight by Capcom 

. King of the Monsters 
by SNK 

10. Turbo Force by 

McO’River 


wn 


оомо опр 


Best New Videos 

1. Dragon’s Lair Il by 
Leland 

2. Double Axle by Taito 

3. Sonic Blastman by Taito 

4. Sunset Riders by 
Konami 

5. Race Drivin’ Pan by 
Atari А 
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ANTIGUA JAMAICA BARBADOS PUERTORICO MARTINIQUE TRINIDAD GRENADA NASSAU VIRGINISLANDS ST.MARTIN ST.LUCIA COZUMEL 


TAKE Al CRUISE WHERE THE FOOD IS TERRIBLE 
Tut CREW SILLS Ano THE ИШ COULD KILL YOU 


irates" They won't bring challenge you to navigate 


breakfast to your cabin or let through hundreds of land and 


you play shuffleboard on the sea battles. Where your worth as 


promenade deck. But they will a captain will be determined by 


provide you with hours of ship- the fire in your cannons, the skill 


board entertainment when you of your sword and the size of 


take the helm of an authentic 17th Century pirate your treasure chest. 


ship bound for fame and fortune on the Spanish Main. Aye, matey. Pirates! is a Caribbean cruise 


TAWNZOD vioniis NILYYWIS SONVISINIOHIA NVSSVN vQvN3H9 QvGlNIHL VNDILNY OOINOLYSNd SOQVSBVB8 УОІМІЛУГ INOINILYYN 


There's never been an NES" simulation this that even the infamous tourist Bluebeard 


ruthless or realistic. Historically accurate pirate raids, would find 


spanning six time periods and four difficulty levels, treacherous 


Negotiate for treasure Duel for respect Navigate Enter a town 
maps and the hand with swashbuckling through enemy peacefully or blow 


of a beautiful maiden commanders infested waters. it to smithereens 


nd ULTRAGAMES* 
tendo of Americ 


MARTINIQUE JAMAICA BARBADOS PUERTORICO ANTIGUA TRINIDAD GRENADA NASSAU VIRGINISLANDS ST.MARTIN ST.LUCIA COZUMEL GRANDBAHAMA SANTACATALINA FLORIDAKEYS MARTINIQUE 


SNOINILYWN ЅАЗУ VdlHO74 VNITVIVO VINVS  VINVHV8 QNVHO 


ANTIGUA JAMAICA BARBADOS PUERTORICO MARTINIQUE TRINIDAD GRENADA NASSAU VIRGINISLANDS ST.MARTIN ST.LUCIA COZUMEL 


CIRCLE #107 ON READER SERVICE CARD. 


SWAP YOUR OLD Send Us Your $ 
NINTENDO GAMES и в 
FOR CASH OR NEW TITLES й 


WE PAY YOU/WE SELL 4 Ewi 1 WE PAY YOU/WE SELL 
1 TMNT 

Taboo 6th Suse 

Fanta Rock N Ball Tae Team We 

T 


10 Yard Fight ] с Fas 
Family Feud Ц o Warri 
in Dra 
ийй R х Talespin 
Abado: stlevania H ] ters Ques Karate Champ g R ke Spr Pwrd 
Addams Famil m ПШ MM hi Golf LT y Karate Kid i 1 Rengade 
Ady, Byu Bill " ive Mn Gms Final Fantas Kame i ^ à 3 КЕГІ 
Ady, Dino Riki hall. Dragon Final Fantasy H 4 Kickle Cul J К " o Baseball 
Ady- Island hamp Bowing 4 Firehawks Kid learu 5 Thunder "B 
Adv. Island H 3 hessmaster Firehs Reset Kid k nja Cra Romnc/3 Кіші 
Adv. of Lu hiller Fist / No. Star Kid Ninja Gaiden Romnce 3 K I 
Ady, of L Chips Chall Flehr / tuted King Knigh Ninja Gaiden H Romnee 3 K II 
Ady, of Lol 3 uhby Ch у Flying Dragon | King Neptune Ninja Gaiden HL Rush N Attack Terminator II 
Adv. T Sw ircus Caper Flyne Drag П Kines/Beach vina Kid Rygar erra Cresta 
Atter Burn 3 ity Conne Flyne Drag Ш Kiwi Kra 4 Ninja Tar Е SCAT Tetris-Nintendo 
Air Bal lash/Dmnhd Flyng Warrior Klash Ball 4 Nobun Amb Samrai Cnflet The Blue Marli 
Air Fort lassie Cnent Formul NobunAmbH А Search King Three Sto 
Air lu Clu Land Frankenstein North/South eret Scout 2 Thunderbird: 
Al Unser obra Cmnd Freedom F Krazy К Nosleratu 4 rer Storm Thund 
Alien Synd obra Triangle Friday 13th + Кпоп C Operation W i 5 Thundr & 
de Nm Vpr Fun Hous Kung Fù ORB 3D Tiger Hel 
G. L Joe Kuns Fu Here 4 ame Str 123 Tiles Of Fate 
man G.I. Joe/Alt Fer 2 4 ame Str ABC 
Amer Gla ontlict 4 Galactic Crsdr р ime Cnt Dwn 
Anticipation ony/Xtal Plee 12/22 Galaga 5 v Ninja 
Arch Rival onra Galaxy 5000 2 Sh: 
Archon Gargoyles Ом Ш 24/3 елеп Ка > Shader Hand 
Arkanoid-Gan x Gaunt egend Wing Shingen Ruler 
Arkistas Ring i Gauntlet 1 Legnds/Dmnd Shinobi p Gun 
Asyana п \ x Genghis Khan Shock War p Gun Il 
Athena Ghost Bstr i Le Bsbl Shooting Range iR 
Athletic World 4 t Bstrs 11 inj В " Shon Order х il 
Baby Boomer Ghost/Goblin Депті 2 Side Pock 
Bach/Futr * 4 Sc 1 Runt Pestermina Silent Аха 
Back/Futr АШ у 2 Ranger 4 y silent 5 кк Field 
Bad Dude x Pictionar 4 Silk Wor МЕК Il 
Bad News Bsball ҒЫ 1 Lighining Pint 4 Silver ick Shoatiüg 
Bal Str Brawl Darkman G Man Pinball Qu Simp: 
Balloon Fight Darkwing Dh Beh У mo Dr Msie 18 Pinbot Skate Or Di 
Band Ki s Dash Gala. Pipe Dream 2 Skate Or Die Il 
Barbarian X Daydrm Dar Т Апае С.В. 2 Pirat Ski Or Di 
Barbi Days Thndr У M Ditka Bg Fibl P Skull/c 
Bards Tal " Deadly Tower M.C, Kid Pla Sky Ki 
War m Death Ка MULE 4 Sky Sha 
ball Deathbots Gremlins H Mach Rider | Slalom 
ball Smltr Del Dym 4 Guardn Land Mad Мах Smash TV 
Baseball Stu Defend/Cr Guerilla War 4 Marat Caspr 
Ba 1 Defender II Gum Sho Mag Candle r Pd Fibl Snakes Rev 


Bases Loaded 2 4 Deja-Vu Gun Na Mag Dart " Predator ntouchabl 
Bases Louded Demon S 4 Gunsmok Mag Jhnsn Bskb Pres Tomato 4 rbn Сиру 
Batman Desert Со қ Gyrus н Pro Am Racin xc is Dream 2, 
Batman/Joker Dest. Erth Str Hammerin Нату 24 W 1 i — Venice Vollyhull 20) 
Dest/Emy Happy Cmpr i Videomation ED 
Dick Tra Hard Drivin Solstice Vindicator 
Dig Dug E Ниг 2, 4 ley 
Ваше Tank ` Digger Heavy Barr < Wall Street Kid 
Battle Toad: 4 Dirty Harr Heavy Shredin 2 Wally Bea 
Beetlejuice Disney Ad Магы Mdn: rman War vs Dru 
Bible Stories Dnky Kn: е Mario Brothers — 12 у Gam War Wheel 
Dnky К i Speed 2. Marvels X-Men ^ 4 unte 4 Way Grisk 
Big Bird Hu/Sk — 2 Dnky Kong 3 Hills Fat Mast Werewolf 
Big Fo 3 mkv Kong Clas 14/22 H Wheel /Fortui 
hi Adv Dnky Kong J 1 3 ^ Wheel /Frin Fam 
Bio Free Ape Doubl Dar 8 1 Q П tar Р Wheel /Frin J 
Bionic Cmmnd Doubl Dren M о р Star Mast Where's Wald 
Black Вах Doubl Dren II * Y ar Ship Het Whom 
Blades of St bl Dren I 3 л i Stay Soldi Wild Gunman 
Blaster Master oubl Dribbl Н Hunt Rd Oct star Tror Willow 
Blaze Bust 3 bl Strik Hydlid Y 4 Star Voyager Win 
Block Out Dr. Chav 1 Cn Rmembr tarblade 3 Winter Game 
Bo Jacks Dr. Jekyll/Hyde e х Ra Stealth 
Bomberman Dr. Mar M с 3 Raid Bung! Ва St 
Boomerang Ki Drac Nite Ou ай Rainbow Island р ards/Wrriors 
Boulder Dash Ikari Warl i Ralley Bi 1 ! Champ 
Boy / His Blob. 219 Б Ikari War I Rambo " " World Chmp Wr 
Breakthru Spirit 4 Image Fight М 3 ш St World Cls Tr Mi 
Bubble Bobb agon Warr Immoral Ramp Super Cur x 
Bubble Bobble 2 m Warr 2 Imp Mission RBI Base Super C 
Bugs Bny n Warr 36/5 Ind Ins Ls j » М RBI Bsbl 11 Super 
Bugs Bny Bthdy Dragon's Lair у RBI Bsbl Ш 2 Supr Dd 
Bump /Jump Duck Hun 3 Infiltrator Miracle Piar Rem 
Burai Fighter Duc n Sword Mission Cobra R [ Supr Mar estlemania 
Burger Time Dudes/Attitude ron Tank Mission Imp. Emb Miss 4 Supr Mario I Wurm 
Cabal Dungeon Magic Ishido: Stones Monopol ue Ranger п Supr Mario Ш WWF Challeng 
it Games dusty Diamnd Ishid Warrior M : Ring Kin: Supr Mr/Dh 3 Xenophot 
f Raisins Dyno War Chan K Mnster Trek RI Rivr Cty Rnsm Supr Mr/Dk/Trh 


Сип Supr Gl 


Сар Comi Elev. Action п Moon Ranget 4 Көші Blaster Supr Of 

Capt Skyhawk 2 Elim Boat Du У Joe Cty Ри! Road Runner \ Supr Pit 

Captain Plane «Su B M Ms Pacman Robin Hood 2 ирг Spk УІ 

Carmon Sant 5 Mr. Gimmick apr Sprint Zelda 
Supe Spy Наш 2 Zelda V 
Supr Tm Gam Zelda Ml 


"oo 612.533.81 mW ғыш 


WE PAY YOU'WE SELL 
Abrams Bitleink $3255 


NINTENDO Adv. Syd Vilis 


ACCESSORIES мен 
WE PAY YOU/WE SELL aped 


AC Pwr Supr 


Bimini Run 
Block Out 


RI Adapter 
Rock N Roller 
Satellit 


Snel Wels Remt 


Decap 

Dick T 
Wizmast 4 Dinoland 
Zipper Control Sm Dyn Duke 


All Games Come 
With A 
90-Day Warranty! 


SUPER NES 


Control Deck $142/$189 


We Pay You/We Sell We Pay You We Sell 


Control Deck $142/51N jh: қы Smart Ball 


D 
F 
Fa 
Fa 
F 
ғ 
F 


Bsbl Sim 

Big Run jol п Spr MWI 
BLOB с 28/49 SprR Typ 
Bitltnk ypr Zon Super F 
Chesmte Supr Bases 
Csilvnia " Bib 2 Supr Ba 
Drakkhen 

Earth Dins Fre П 

Еципо; 8 Xtra Inning 
F- Zer To Be Released 
Fal Fan I 4 R Please Call 
Fol Fight 


FUNCO, INC. 612%533:8118 


4948 Highway 169 No. 


New Hope, MN 55428 ae 
m 22 са 


To Purchase: Send check or money order, or credit card number to 
FUNCO, INC., 4948 Highway 169 North, New Hope, MN 55428 
Please allow 3 weeks for personal checks to clear. Add $4.95 
Shipping plus 50¢ per game. Add $1.00 per title if ordering by credit 
card. APO's, Canada, Alaska, Hawaii, please double shipping 
charges. MN residents please add 6.5% sales tax. WE DO NOT 
CHARGE YOUR CREDIT CARD UNLESS YOUR GAME IS IN 
STOCK. (WE ARE NOT PART OF OR ENDORSED BY NINTENDO) 
To Sell Us Games: Call us first for current prices. Prices based on 
game, instruction manual and original box. Subtract $1.00 for missing 
manuals and $3.00 for missing boxes 

(Due toa 3 month lead time to place this ad, our sell or buy prices may 
be different) We reserve the right to refuse any purchase or sale 


hino Cop 
Thndr Force Il 
Thndr Force II 
Thunder Fi 
Junction 26/44 Revenge x Toe Jam/Eur 
Kage Ki ] ‹ 32/5 тїрїп Terror 
nes B m Trouble Shoot 
Triton 


Maric 
M 

Maze Hunte 
Meky M. Castle 


WE PAY YOU'WE SELL 
ACCESSORIES 


"hant Str HE Book 
Pro Ст 


Ctrl Deck Used. 112/139 


GAME 
GEAR 


WE PAY YOU/WE SELL 


GAME UNIT 882/5129 
VC Adapt 10/14 


NEO*GEO 


Control Deck $24( 


(1 Controller) 


We Pay You We Sell 
42/8149 


349 


We Pay You/We Sell 
Riding Hero — S82/S14 
82/149 

E 


CALL FUNCO, INC. 


612-533-8118 
жа 


TODAY! 


QUICK DELIVERY! 


FREE MEMBERSHIP—Just 

fill out coupon and mail in. 

You will receive money saving 

offers. 

THE FUN CLUB 

4948 Highway 169 North, New Hope, MN 55428 


Name 


Address 


City 


State 


CIRCLE #141 ON READER SERVICE CARD. 


Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are colored 
in, the more valuable the hint. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg Hunt. 
The author of each new tip we 
use will receive $10. Write 
neatly and be sure to include 
your name and address! 


Here's a key to the 
abbreviations: 


Up 

Down 

Left 

Right 

"A" button 
"B" button 
"C" button 


CYBERBALL 


(SEGA FOR THE GENESIS) 


BL AA a us 


“Equinoxe” and "The Mastering Mishap,” both of Los 
Angeles, California, sent in tons of codes for CyberBall. 

For CyberBall, take the first letter or number and place it in the 
first blank, with the second letter/number going into the second 
blank. For example, to play as Atlanta against Boston, the code 
would read T5BB B5PS IH6X. Thanks, guys, for all the great 
codes. 


CYBER BOWL I with team funds of $999,000: 
. BBB В5РЅ IH. X 


PLAY 


AcBc ҢА) 


ағышы - 
"wa | 
Pu 
E 


NCBC 
ар 
(төленген 


Hj) |= 


бый 
meum LSBB BSPS IH4X 


Atlanta T-6 (Boston) 
Boston 5-D (Washington) 
Chicago C-P (Boston) 
Cleveland 7-U (Boston) 
Dallas L-4 (Boston) 
Denver 8-G (Boston) 
Detroit H-7 (Washington) 
Indianapolis K-3 (Boston) 
Las Vegas S-8 (Atlanta) 
Los Angeles 6-A (Washington) 
Miami M-J (Boston) 
Minnesota P-E (Washington) 
New England N-R (Washington) 
New Orleans A-9 (Washington) 
Philadelphia G-S (Washington) 
Phoenix 9-N (Washington 
Pittsburgh E-5 (Washington) 
San Diego D-F (Boston) 
San Francisco U-H (Boston) 
Tampa Bay R-T (Boston) "sum 45BB BSPS IBAX 
Washington F-C (Boston) БВВ В5Р5ІВ ! 
__5BB B5PS IB. X Cincinnati 2-V (Tampa Bay) 
Buffalo J-6 (Tampa Bay) New York O-B (Las Vegas) 
Houston 4-A (Las Vegas) Portland Z-X (Las Vegas) 
St. Louis 3-Y (Tampa Bay) Seattle Y-I (Tampa Bay) 
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continued on page 34 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


WANT TO PLAY 
A GREAT GAME, 
BOY? 


It's your pal, Beetlejuice”, here to 
bamboozle those bewitchers from the 
Neitherworld vacationing at lovely Lydia's 

JM — place. This house is HAUNTED! 

Flying cups and saucers and clothes 

that spring to life cause quite a panic... 

especially when they're coming for you! 
It's a horrific 5 level challenge to spook attic 
ghastlies, rattle angry skeletons and scare ghostly 
bats. Vampires may even join you for a "bite" to eat. 
Hmm...maybe we should skip lunch today. 

These Neitherworld ghoul-o-ramas are no 
match for us. Has the “ghost with the most" ever 
let you down?!! 


- _ 


Funny face scare-off! 


Check out the 


"GHOST WITH = 
THE MOST" — 
for your NES" too! 


® 


виши chara, names and related indicia’ Pay © 1991. Nintendo®, Nintendo En stem”, Game Boy 
the official seals are (rádem TCU red trademark of LIN, Ltd. © 1991 UN, Ltd. All Righ 


and 


continued from page 32 


NHL Hockey | toeJam © Earl 


(ELECTRONIC ARTS FOR THE GENESIS) (SEGA FOR THE GENESIS) 
сі, dis s ді, ді, d ді, 24, eh 


FINAL OF BEST ОҒ SEVEN— 
TWO TEAMMATES (3-0) 


Justin Beidemen and Chris Mat- 
ule, both of Barnegat Light, New 


KINGS—BRUINS 

D444M8HZV86KZZMT Jersey, have found a secret level. 

To reach Level 0, you must first get 

NORTH STARS—BRUINS either the Icarus wings, rocket 

BLDWLRNFAXCVORYH skates or the inner tube (without 
CANUCKS—PENGUINS using it) and go to Level 1 (the is- f 

G5GG16PHX7CFNBLW land surrounded by water). Use one 

of the items to cross the water at 

FINAL OF BEST OF SEVEN— the lower-left corner of the map. 


ONE PLAYER (3-0) 


KINGS PENGUINS When you reach an island, pick up 


both the presents and jump into 


HENCE SOLVES “space” (the big hole in the middle 
PENGUINS—BLUES of the island). Now you should be 
BLHP7M21P76Y29JT on Level 0, an island in space with a 
FLAMES—BRUINS lemonade stand and a hot tub with 
BZDL33G58PG9PTTB a wahine in it. Next, go to the 


lemonade stand and drink some 


BRUINS—FLAMES lemonade to get an extra life. To 


BADERE Mn nie leave the island, use the "unfall" to 
CANADIANS—BLUES go to Level 1, or fall off the edge 
C2BFCW4HSZYC9LD9 and you will go to the highest level 
Thanks again to “Equinoxe” and you have reached during your cur- 
“The Mastering Mishap,” both of rent game. Thanks, Jason and 
Los Angeles, California. Chris, for sending in the Easter egg. 


Sword of 
Sodan 


(ELECTRONIC ARTS FOR THE GENESIS) 
Bb a д, ді, A, 


Stephen Jacobs, of Kansas City, Kansas, sent in a few potion combinations that might come in handy. 
To gain an extra man, combine the red and purple potions (this works up to Level 3). To warp to the next 
level, combine four purple potions simultaneously (this works through Zombia Graveyard to the Foyer of 
Castle Cragganmore). You also can warp in the Foyer by jumping in the third pit. 
To walk on lava in the underground passage, combine the blue and purple potions to create a shield. 

Timothy Dime, of Niceville, Florida, also sent in some additional 
combos. Try one orange and one red potion for a Flame Sword, or 
you can use an orange and purple to get the same thing. One purple, 
one blue and one orange will give you a “Super Zapp” that will kill 
everything on the screen. He also included some bad combinations. 
For instance, don’t mix a blue and an orange potion together—it will 
decrease your health. A red, purple, orange and blue will give you 
instant death. 

Thanks, Stephen and Timothy, for the Easter eggs. 


continued on page 36 
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Actraiser = 


(ENIX FOR THE SNES) 
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There are quite a few hidden extra men, better 


k Scrolls of Life. 
ПОКЕР EET : * The first one can be found in Bloodpool. Just make it rain on 


the lake after you have changed the color back to blue. 


* The next one 
can be found in 
Kasandora. You'll 
need to uncover 
the pyramid and 
cause an earth- 
quake. 


* Once you re- а ЕК] - ы 4568274 
| turn to Bloodpool, T: ret ит] Let y 

| you'll eventually f 

get the compass, 
which you can use 
in several locations. 
At Fillmore, you'll 
find a Scroll of Life 
in the ocean. 


isten| 


* The last extra 
man can be found 
in Northwall. After 
you're told a large 
tree has been 
found with initials 
on it, send a bolt of 
lightning onto the 
shrine. 


isten| 


[ 14? YER EEE 762 ox2 29503 79” 42%; } 


lige 

lellfire 

(SEISMIC FOR THE Genesis) 
22,2 2 2, 


Javan Bradshaw, of Scarborough, Ontario, Canada, has sent in a way to get an 
extra-hard mode. Go to the option screen and put the difficulty on “Hard,” then 
wait a few minutes. The difficulty should read “Yeah, right,” and the game will au- 
tomatically start with 99 continues. Thanks, Javan, for the Easter egg. Ж, 
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т/іто 


THE ONLY GAME IN TOWN. 


. . feeble grunts! Who are you? Are 
E one of Belzed" 


Smash! Crack! Ром} WhHapl to battle this brute. The quicker you learn, 
Crunch! Uugghhh! Take that you the qe Capture special items to increase 


00. Magic can get 
s. Маке 


а King, crunching, and kicking. You've 
roundhouse kicks, double l | ј gotta watch your own back now. Hasta 
the lethal blazing flip kit a~ la vista, dude! 


Taito" and Kickmaster™ are tra E eric: 
trademarks of Nintendo of America Inc. © 1 xcd Rights 


CIRCLE #115 ON READER SERVICE CARD. 


The Empire Strikes Back 


JVC/LUCASFILM 
For the Nintendo Entertainment 
System ($49.95) 


GRAPHICS 12345 6 7 ә 10 


It took George Lucas and company 
three years to deliver a sequel to Star 
Wars, one of the most popular motion 
pictures of all time. Surprisingly, the 
sequel to the Star Wars NES game is 
already here, just a few months after the 
release of the original. 

If you read Mike Davila's preview in the 
October 1991 issue of VG&CE, you should 
have a good idea of what you can expect 
from this intergalactic adventure. From the 
ice world of Hoth to the Cloud City on the 
planet Bespin, the game alternates 
between scrolling run-and-jump 
sequences and shoot-'em-up scenarios, 
with Luke at the controls of a rebel 
snowspeeder or his famous X-wing fighter. 

One of the most positive things | can 
say about The Empire Strikes Back is that it 
really takes advantage of the film as source 
material. How many times have you seen a 
licensed game that didn't attempt much 
more than a token stab at the plot of the 
movie, book or TV show that it was 
supposed to have been based on? 
Lucasfilm and Sculptured Software have 
been quite successful in making the game 
mirror the film as closely as possible. 

In fact, if this had been an original piece 
of software—a brand-new NES game about 
a guy named Luke Skywalker whom | had 
never heard of before—l'd surely be raving 
and drooling over the unique story line and 
characters that Star Wars fans will 
undoubtedly take for granted. That doesn't 
mean that you have to be familiar with the 
movie(s) in order to enjoy the game, but it 
is a big kick to see the details that have 
been plucked from the film and reproduced 
in an interactive environment—one that 
really should have the ability to make you 
feel like you're a part of the Star Wars saga. 

Unfortunately, the game is not without 
flaws, the most painful of which is a quirky 
control scheme that tends to undermine 
the "suspension of disbelief" that would 
draw you into the character of Luke. For 
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one thing, many of the game's characters 
move far too abruptly to convey enough 
of a sense of weight or gravity—and 
certain "force powers" allow Luke to jump 
and scurry around at an even more 
incredible clip. 

Secondly—and this one put a serious 
damper on my enjoyment of The Empire 
Strikes Back, folks—the program's 
constant, impatient attempts to center 
Luke on the screen mean that the 
background elements in most of the 
game's sequences are never really where 
you want them when you want them 
there. Let's say you're trying to get the 
young Jedi to jump on top of an ice 
block—a required maneuver throughout 
the first level of play. You hit the "jump" 
button and tap the control pad to the right. 
Luke, always eager to oblige, leaps up and 
to the right—and the background shifts 
violently to the /eft, which causes our hero 

to miss the block entirely and land on 


the other side of it. 

If you have enough patience to learn 
how to compensate for the hit-or-miss 
controls, you'll be handsomely 
rewarded by the game's rich graphics 
and evocative soundtrack. The 
character animation is very detailed 
and smooth, and the digitized photos in 
the pop-up information windows are 
extremely well-done. Similarly, the 


USE YOUR FORCE 
POWERS TO DEFEAT 
THE WnWPRS. 


The Empire Strikes 
Back, by JVC/Lucasfilm, 
takes advantage of the 
film as a source of 
material. 


music draws liberally from John 
Williams' memorable movie 
score—just check out the game's 
introduction, a nearly note-perfect 
clone of the film's opening 
| sequence. There are some mind- 
blowing sound effects, too, most 
notably when Luke's X-wing crash 
lands on Dagobah with chirping 
alien birds and squawking swamp 
creatures all around. 

My hat is off to the developers 
of The Empire Strikes Back. It's 


IMPER IAL 
WALKERS ARE APPROACHING. wt 
NEED ТО SLOW THEM DOUN SO OUR 
FORCES сап RETREAT. 
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DUNE 


Translated to the computer screen for the first time, you can now experience 


the exotic world of the bestselling science fiction 


fall time—DUNE™! 


obvious that a lot of time and effort were 
put into this cartridge, and, as a kind of 
electronic autograph, there's a spot in the 
game where you can get digitized faces of 
some of the designers to appear. I’m 
looking forward to the third game in the 
trilogy. If they can keep it free of problems 
like the ones l've mentioned here, it's 
bound to be an instant classic. 

—Chris Bieniek 
JVC Musical Industries 
3800 Barham Blvd., Suite 305 
Los Angeles, CA 90068 
(310) 878-0101 


Lemmings 
SUNSOFT 
For the Super NES ($59.95) 


Grapuics 12345 вв ю 
PLAYABILITY 1234567 з о 
OVERALL 12345 е з ә зо 

What has green hair, two legs and 
squeaks, splatters and explodes? Why, 
lemmings, of course, the lovable stars of 
Sunsoft's latest release for the Super NES, 
called, aptly enough, Lemmings. Like their 


real-world counterparts, these electronic ШЕ 


lemmings have a penchant for blundering 
blindly into danger. It's up to you to keep 
them out of trouble. 

Lemmings are about as clever as 


lobotomized monkeys. At the start of each | 


level, the tiny critters stream from the 
entrance and march, in a long line, in the 
direction of the exit. They care little for the 
dangers that lie between them and 
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As the makers of 
Lemmings warn, 
once you get 
started with the 
game, you'll have a 
hard time tearing 
yourself away. 


their goal. They'll gladly walk to their 
deaths. Luckily, while they have no desire 
to save themselves, they'll do whatever 
you tell them. By assigning tasks to 
individual lemmings, you can keep the 
rest out of difficulty. 

There are eight jobs you can assign to a 
lemming: climbing, floating, bombing, 
blocking, building, bashing, mining and 
digging. A climber can ascend the side of 
vertical obstacles, while diggers can dig 
down through floors and bashers can 
punch horizontally through some types of 
walls. Blockers, on the other hand, force 
other lemmings to turn and walk the other 
way, and floaters can fall long distances, 
slowing their descent with an umbrella, à 
la Mary Poppins. Bombers explode five 
seconds after they're set, blowing apart 
whatever they're standing near; miners dig 
down at an angle; and builders assemble 
bridges out of square blocks. By assigning 
the right job to the right lemming at the 
right time, you can guide the feebleminded 
creatures to the exit and so save the day 
(not to mention move on to the next level). 

To ensure the task isn't too easily 
accomplished, you are given only a 
certain number of lemmings for each job 
assignment. In one level, for example, you 
may be allowed to use only ten blockers 
and ten diggers in order to get the job 
done. In other levels, you may be given 20 
of each job assignment, leaving it up to 
you to figure out which combination will 
keep the lemmings from obliteration. 

Initially, the task is easy. Because the 
beginning levels provide clues that guide 
you to the right solution, you can usually 
save the required number of lemmings on 
your first try. However, as the levels 
progress, so does the difficulty. Before 
long, you'll have to assign several different 
jobs almost simultaneously, frantically 
selecting job buttons and assigning them 
to the appropriate lemmings, all the while 
trying to keep the rest from doing 
something stupid. You'll scratch your head 
in bewilderment as you watch the poor 
victims of your confusion walk into rotating 
blades, fall off cliffs, drown and otherwise 
take their own hapless lives. (Oh, the guilt!) 

As gruesome as the lemmings' fate 
may sound, the game is really quite 
charming. A lemming about to explode, 
for example, slaps his hands (paws?) to 
the side of his head and squeaks "Oh, 
no!" before popping into hundreds of little 
pieces. In fact, watching the little guys 
destroy themselves is so much fun, you 
may be tempted to guide them—not to 
safety—but to their demise. Especially 
entertaining is triggering the Nuke 
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You're brilliant, right? NOT! 
Take the Genesis Aptitude Test (G.A.T.) and let's 
find out what you really know. Write the answers to questions 
18-217 on your completed entry form, and send it in. You could score 
3 new Genesis titles from Electronic Arts just for being a wiz. 


And if the G.A.T. didn't hurt your head, flex your brain on the tougher 
questions in the PRO BOX. Write your answers to questions 1-4 
on the separate entry form and you could win a trip to 
Electronic Arts to Play with the Pros. 


“Hf you didn't answer G.A.T. questions 1-14—no problem. It's never too late to become a Genius! 


G.A.T. QUESTION #16 


WHAT’S ONE OF THE WORST WAYS TO 
DIE WHILE PLAYING THE IMMORTAL" 2 


A. Get tied down by escaped lab rats and whipped with 
spaghetti (al dente). 

B. Ask a flesh-eating sloth to dance. 

C. Be served as the main course for a billion baby 
arachnids. 

D. Get pummeled with various vegetables and fruit. 

E. Call your Mom in to watch a gruesome ogre death. 


= 


G.A.T. QUESTION #15 


F-22 IS: 
А. The number on Adolf Schickigruber's dog tags. 


B. The best song on the jukebox at Floyd's Diner 
and Aquarium. 


C. BINGO! 
D. The first real jet flight simulator for the Genesis. 
E. A very peculiar bra size. 


a" 


“ 


IN JOHN MADDEN FOOTBALL™ ’92, THE 
NEW RUN & SHOOT OFFENSE IS: 

A. Essential in tough neighborhoods. 

B. A good way to exploit a suffocating 3-4 defense. 
C. Guaranteed to get you 5 to 10 at San Quentin. 

D. Dangerous if opposing players have bazookas. 

E. Better than Run & Fall Down. 


WHAT DOES ROBOCOD THE SUPER 
SOPHISTICATED SECRET AGENT, 
USE TO FLY? ғау 

A. An Acme rocket sled. 

B. His flying-fish feathers. 

C. A seaweed chariot pulled by aerodynamic guppies. 
D. His bathtub. 

E. A winged Aston-Marlin. 


Ж Е. #122 ON READER зепуо бий 
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G.A.T. QUESTION #19 


WHAT IS MARBLE MADNESS™ ? 
A. The hottest band in thrash-punk. 
B. A side-effect of the chicken pox. 
C. A brain condition affecting the temporal lobe. 


. Piloting your marble through mind-boggling maze 
Vi rubber walls, vacuums, and slime pi 
fav 


en the 


third race at Aqueduct. 
ы.” 


PRO BOX QUESTION #1 


INSTARFLIGHT THE — IS THE 
ONLY ALIEN RACE THAT EATS 
HEADFRUIT. 


IN ROAD RASH”; WHICH RASHER 
APPEARS IN EVERY RACE? 


PRO BOX QUESTION #2 


LI 
е, 


IN NHL’ HOCKEY, WHAT DOES THE 
SCREEN SAY WHEN THE SAN JOSE 
SHARKS™ WIN THE STANLEY CUP’? 


PRO BOX QUESTION #4 


e р т 
IBI oe 


IN PGA TOUR" GOLF, WHAT MESSA 
DO YOU RECEIVE FROM THE 
ANNOUNCER WHEN YOU MAKE 

AN EAGLE? 


РВАСТІСЕ 15 ОМЕН. ДҮ WITH THE PROS 


ANSWERS TO G.A.T. QUIZ PART 2: 
ж #9 HME ANA 4042 ABA #1 % 


WATCH FOR G.A.T. QUIZ PART 4 


for the answers to G.A.T. Quiz Part 3. 


BE A GENESIS QUIZ WIZ: 


Just fill out this G.A.T. quiz and mail it. Entries with 100% correct answers 
qualify for a drawing to win any 3 Genesis games from Electronic Arts, 
including these hot soon-to-he-released titles: 


—Carmen and her gang travel through time to steal treasures from the 
Middle Ages, the Renaissance, Imperial Japan and even the Present. 
Pursue the villains to their hideaways before time runs out. 

— Michael Jordan competes against Larry Bird in the ultimate basketball 
match up! Compete in three different events: One on One, Slam Dunk 
Competition, and 3-Point Shootout. 

—Battle the minions of Estoroth through a foresaken land and attack his 
dungeon stronghold. Innovative interface and real-time monster combat 
enliven the world of Black Crypt. 


Win a roundtrip, all-expense-paid trip to Electronic Arts corporate headquarters in 
San Mateo, California! Spend the day playing with the EA Pros; find out how games are made; 
be an EA game consultant; and receive other great pres. 


Your Answers 
Fill out the PRO BOX quiz, and send it to the address below. 


PRO EO» 


T 
I 
С 
( 
! 
X 


#16 #16 #1 #18. #8. #1 #1 You'll be automatically entered into the contest. No purchase required. 
_ Your Answers 
Name ж ж » 
Address 7 Apt #3 ЕТІ 
City State lip 
i 1 E Name 
Phone Age - 
ы Айезз [1 
SEND COMPLETED G.A.T. QUIZ TO: 
G.A.T. QUIZ, ELECTRONIC ARTS, 1450 FASHION ISLAND BLVD., SAN MATEO, CA 94404 НЫ State Tip 
Entry must be postmarked by 3/31/91, drawing will be held 4/17/92. Winner will be contacted by mail. Phone : Age 
— — — | would like to be a Genesis game advisor to Electronic Arts. Give me a call sometime. SEND COMPLETED PRO BOX QUIZ TO: 
For answers to БАТ. Part 3, call he Electronic Arts Hints Haine 1900-288 HINT. ® cents for the fist 
mor TS cfr ead mie etre sue toget ри parents peison п ше Кеше) ечен нидо PRO BOX QUIZ, ELECTRONIC ARTS, 1450 FASHION ISLAND BLVD. SAN MATEO, CA 94404 
‘you are under 18 years of age. Messages subject to change without notice. 295 Y- Üne enuy per person, All enties must be postmarked no later than March 31, 1992. Winner will be drawn on April 17, 1992 and notified by пай. 
жала paa eos мына ee el ae Sarath a ma tastes d oft toa И тиш 
Sega Enterprises Ltd. NHL Hockey and Staley Cup are registerad trademarks of The National Hockey bias hy lat 
League. James Pond, Robocl Black Crypt, Shadow ofthe Beast Male Madres, and Where in Tine 
is Carmen Sandiego? are vademarks of Millennium, Milemiun, Raven Sofware, Psygnasis Lu.. Auri 
Games Сири. and Broderbund Software, lac respectively. BUCK ROGERS: Countdown to 
Doomsday and XXV are trademarks sed under icense from The Dile Family Tat ELECTRONIC ARTS” ELECTRONIC ARTS® 
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function, which blasts all the lemmings on 
the screen into a huge fireworks display of 
body fragments, sans gore. 

As the makers of the game warn, once 
you get started with Lemmings, you'll 
have a hard time tearing yourself away. 
This game is as addictive as potato chips 
and clam dip. 

—Clayton Walnum 
Sunsoft 
11165 Knott Ave. 
Cypress, CA 90630 
(714) 891-4500 


Galaxy Force Il 
SEGA 
For the Sega Genesis ($59.95) 


GRAPHICS 12345 6 7 ә 10 


There's nothing quite like the feeling 
you get from strapping yourself into a 
freewheeling, go-for-broke sci-fi shooter 
and just blasting away at those alien 
scum. Unfortunately, Galaxy Force ll 


(sequel to the Sega Master System game) | 


isn't quite like that feeling, either. While 
the game has intense graphic splash, its 
play gets old quickly. 

GFII is a series of missions that take you 
from outer space to the inner cores of 
death-star-like installations. Your point-of- 
view is just behind the craft. There are three 
stages to each of the five missions (you can 
begin with any of them): the approach, the 
tunnels and the battle with the central core. 
(Sometimes the three stages repeat within a 
mission.) You've got two offensive 
weapons: a gun, which aims with the nose 
of your ship, and a limited supply of 
homing missiles. You've got a shield that is 
quickly depleted—I could find no way to 
restore it—and a limited fuel supply. You're 
occasionally offered a chance to refuel by 


docking with a supply ship. If you run out of ` 


fuel, you've had it: game over, no 
continues. The same goes for running out 
of shield strength. You can take a few more 
hits after your shield goes, then it's lights 
out for all good space jockeys. 

The approaches take place in space or 
over the surface of a planet, Space 
Harrier-style. Hazards by the hundreds are 
thrown your way: enemy ships, asteroids, 


debris, banks of missiles, fire storms, ice | 


crystals—you name it. Some must be 
dodged; others can be blasted away. 
Often, huge contingents of enemies will 
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ly in your face, but if you can maneuver 
quickly enough to lock on, a single button 
press will result in a handful of missiles 
taking out a whole fleet of ships at once. 
t's real gee-whiz stuff, a bit like the fast 
and furious combat in Afterburner ll, but 
much more spectacular. 
The tunnels are disappointing, not 
because they're easy (they're not), but 
because there's so little detail. Don't look 
or hardware lining the walls, as in a death 
star trench. There are only four featureless 
walls with alternating bands of color; 
except for the enemies that pop up 
from the ground, there's nothing that 
differentiates one from another. You'l 
need to do some really fancy flying 
through these tunnels, since they 
change shape, twist and turn, and 
become narrower and shorter. The 
scrolling is very smooth and the effect 
is good, but | expected more. 

When you reach the Centra 
Command Center of each mission, 


you're in for another dis- 
appointment. This is the 
simplest "boss" l've ever seen. 
You blast away at the center o 
a sphere that doesn't shoot 
back. All you're required to do 
is blow it up before it hits you. 
Hardly thrilling. 

Good points: excellent 
graphics, especially planet 
backgrounds, multilevel effects 
with asteroids and debris, and 
lots of large, smoothly scaling 
objects. Decent sound and 
music, but the voice that calls 
out "Right turn!" or "Left turn!^ 
in the tunnels is scratchy. Bad 
points: some flickering when 
there are large enemies on 
screen, lack of detail in the 
tunnels, lack of challenge with 
the Command Centers and 
repetitive game play. Lastly, all 
the great graphics take a big toll 
on length. Devoted game 
players will be able to finish 
this one the same day they take 
it home. 

Check out GFII if you can. It's 
definitely worth playing, if only 
to be impressed with the light 
show; but, unless you live and 
die for graphics (as many of us 
do), you probably won't die 
over this one. 


—Josh Mandel 
Sega of America 
130 Shoreline Drive 
Redwood City, CA 94065 
(415) 508-2800 
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Valis 11 
NEC 
For the TurboGrafx-16 ($61.99) 
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GRAPHICS 


Valis IIl is an 
action/adventure title 
that should appeal to that 
genre's gamers. 


A new evil has risen and cast a dark 
shadow over the peaceful land of Vecanti. 
This shadow belongs to Glamess, the 
Emperor of the Spirit World, and he wants 
to add the land of Vecanti, as well as the 
rest of the world, to his collection of 
conquered worlds. 

In this new saga of good versus evil, 
Yuko, the heroine of the previous two 
episodes, has some help. It comes in the 
form of Vernal, Yuko's twin sister, who just 
happens to be the Princess of Vecanti, and 
Cham, whose father was killed by the evil 
Glamess. Will the valiant trio be able to 
save the world? 

In Valis Ill, you'll control one of the 
these characters through the various | 
levels in an attempt to defeat Glamess and 
save the world. Each character has a 
different weapon that's best in different 


circumstances. Yuko can fire a shock wave 
type of weapon (you'll be familiar with 
this from Valis Il), which has medium 
range and power. Cham uses a whip 
that has shorter range but is more € 
powerful. Vernal has the ability to fire 
straight ahead and diagonally at the 8 
same time. Along with the in-hand 
weapons, there are other magics that 7 
can be obtained throughout the game. 
The blue wand, for instance, lets you — 
freeze the enemies in their tracks so za - 
you can either jump on top of them 
to get across a gap or destroy them 
before they do any damage. The red 
wand, on the other hand, blasts all 
the enemies from the screen in 
smart-bomb fashion. Even though 
the magics are the same, they appear 
and can be used differently for each 
of the three characters. To Yuko, for 
example, the blue wand appears as a 
blue wave that freezes the 
enemies, while, for Vernal, it 
appears as small projectiles 
that seek out enemies as they 
appear on screen. Obviously, 
this doesn't take any timing and 
can be used when the enemies 
are out of range. 

Graphically, the game is 
done very well. With the use of 
the CD as a storage medium, 
the background and foreground 
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have excellent color and detail. 
Unfortunately, the same can't be said for 
the game's sound and music. The sound 
of the weapons and enemies being killed 
seems very primitive and barren, 
compared to other similar games. The 
music is also plain and not as catchy as 
you'd hope from a CD-based game. The 
animation of the characters and enemies, 
however, is very good. Their movement 
across the screen seems to have nice, fluid 
motion, as opposed to quick, choppy jerks. 

The game offers somewhat of a 
challenge as you decide which character's 
magic abilities and weapon(s) will best 
help you through certain sections. This 
will keep most gamers happy. Also, since 
you do have three characters to choose 
from, you can play through the game 
three times, changing the "main" 
character you use, which does alter the 
strategy a bit. If you're into action/ 
adventure games, you should get your 
money's worth out of Valis Ill. 

—Donn Nauert 

NEC Technologies 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 


Super Earth 
Defense Force 


JALECO 
For the Super NES ($59.95) 


Will Nintendo and its licensees paint 
themselves into a corner by prefixing 
every SNES title with the word "Super"? 
What happens when the successor to the 
SNES comes along? Will we have Super- 
Duper Earth Defense Force? Wait and see! 
Till then, we'll just have to make do with 
regular Super Earth Defense Force, which 
isn't such a horrible fate. In fact, SEDF is 
tremendously arcadelike and is in almost 
every way state-of-the-art. 

There's no avoiding the fact that this is 
obviously just another scrolling shooter, 
like hundreds of others. You pilot a 
spacecraft through a series of increasingly 
difficult levels, and the scenery scrolls 
from right to left as you go. You pick a 
weapon from a menu of eight at the 
beginning of each level, and your overall 
strength increases each time you obtain a 
certain amount of experience. Each game 
gives you only one life, but you have 
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shields that allow you to 
take four hits, and you get 
numerous continues. And 
your sparkling new 
spaceship comes complete 
with a couple of | 
deelyboppers that orbit 
your craft for additional 
firepower. 

The game is excellently 
balanced. The levels get just 
enough harder to tantalize | 
you into thinking you'll 
make some progress. The 


assortment of weapons is great, 
and choosing the best weapon 
for each level is a complex 
exercise. There are loads of 
enemy types, interesting to look 
at and with identifiable attack 
patterns, making for good 
strategic play. Moreover, it's one 
of those games that leaves your 
friends gasping in amazement 
that you could survive for more 
than a few seconds; some of the 
screens crawl with activity. In a 
nutshell, this game has most of the 
best characteristics of scrolling 
shooters. 

SEDF is graphically one of the 
most elaborate, on a level with 
Musha and ThunderForce Ill. 
Some of the bullet sprays, for 
instance, are incredible waves and 
patterns. Multiplane scrolling is 
used abundantly for 3-D effects, 
and some levels are transparent, 
making for very intricate effects. Use of 
color is superb; the sun sets very 
gradually, with subtle shifts in shades, 
fade-ins and fade-outs are perfect, and 
many of the backgrounds and screens 
that aren't even animated are just 
beautifully painted. Smooth scaling is 
also used, particularly with an immense 
space station that drifts closer and 
closer, very slowly, getting more and 
more detailed, until you're on a level 
with it and can engage it in combat. 

The music is pretty good, but the sound 
effects are excellent—real fireworks-display 
quality. There's no voice synthesis, however. 

The flies in the ointment: The game 
suffers terribly from slowdowns. They're 
infrequent on the first level, but, as you get 
up into the higher levels, they're almost 
continuous. In fact, every scene where you 
battle the boss monster at the end of a level 
is severely crippled by slowdowns—and, of 
course, these slowdowns come during the 
most exciting and challenging parts of the 
game. The side advantage to this is that you 
end up playing better than you normally 
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Super Earth Defense 
Force is graphically one of 
the most elaborate games, 
on a level with Musha and 
ThunderForce ПІ. 


would if the game were running at a 
constant speed. But you can't develop a 
rhythm—that spooky little mind-set you get 
into when you seem to be in perfect sync 
with the game. Whether or not these 
slowdowns are annoying enough to ruin 
the game for you is a matter of individual 
taste. | found that it significantly spoiled an 
otherwise very impressive game. The 
additional fly: There aren't enough levels to 
this game, which is a common flaw with 
games that put so much stock in good 
graphics. 

—J.M. 
Jaleco USA 
310 Era Drive 
Northbrook, IL 60062 
(708) 480-1811 


Star Trek 
ULTRA 


For the Nintendo Entertainment 
System ($54.95) 


"Space...the final frontier. These are the 
voyages of the starship Enterprise." How 
many times have we heard those immortal 
words? For most of us, countless. 

Usually, when writing a review, the 
hardest part is coming up with the first 
few opening words—at least, for me it is. 
This time | was lucky to have a game in 
which there are no words more fitting to 
symbolize its theme. 

Ultra's latest NES endeavor also comes 
to us at the best possible moment, just 
when the sixth Star Trek motion picture has 
been released. Fans of both the old and new 
series, too, will have much to look forward 
to when they purchase this NES title. 

Star Trek is based on the original series 
that aired in the late 1960s, with the game's 
opening title screen and introduction taken 
straight from the series: the Enterprise 
orbiting a planet, warping by, while the Star 
Trek theme song plays. Die-hard trekkers, 
such as myself, are bound to get a kick out 
of this. The only thing missing is William 
Shatner's voice to recite the intro. The entire 
original crew is also used: Spock, Dr. 
McCoy, Scotty, Uhura—they're all here. 

The game's plot is fairy simple, but it 
tries to rely on the gamer's knowledge of 
the television series. Here's the scoop: 
While investigating a magnetic disturbance 
near the planet lotia (Anybody remember 


VipeoGames & COMPUTER ENTERTAINMENT 


what episode this planet was in?), the 
Enterprise is thrown through a mysterious 
“hole,” or rip, in space, leaving her and her 
crew in the heart of uncharted space with 
damaged dilithium crystals. Your objective 
is to replenish the Enterprise's dilithium, 
get her back to federation space and close 
the interdimensional hole before it destroys 
the entire galaxy. Like | said—simple! 

There are two different gaming scenarios 
that are used throughout Star Trek. In the 
first, while on the Enterprise, the player, as 
Captain James T. Kirk, sits in his captain's 
chair, issues orders to his crew (red alert, 
communications, set course, etc.) and can 
inquire as to the status of a station. Kirk can 
also select a landing party, consisting of 
three members, to be beamed down to the 
surface of the planet. He has a choice of 
Spock, McCoy, a specialist officer from one 
of three departments or a security officer. 
The second game scenario takes place 
when the landing party beams down to the 
planet's surface. Here, Kirk and the two 
other party members must search about the 
planet, look for clues, talk with the 
inhabitants and avoid a variety of obstacles 
and hazards that can injure landing-party 
members. If all of the landing party is 
gravely injured or if only Kirk is, the crew 
members are automatically beamed back to 
the ship and the player must start the 
planetary phase over again. Yes, the game 
does have a password save option so you 
can lock in your progress along the way. 

After you complete your task for a given 
planet, you beam back to the Enterprise, 
move on to your next planetary destination 
and continue until your mission is complete. 
There are no encounters with Klingons, but 
you do come across Romulans, since you 
must cross their territory in order to make it 
home. Diplomatic tact might be wise, 
instead of dueling it out when you do come 
across them. 

I'll have to admit, the programmers of 
Star Trek paid enormous attention to the 
show's minutiae: The spore-shooting 
plants; the green, Orion slave girl; Harry 
Mudd; the Gorn and his slither speech; 
and the bridge of the Enterprise are all 
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Ultra's Star Trek is based 
on the television series that 
aired in the late 1960s. 
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here in astounding detail. The graphics are 
as good as they get for the NES. 

The musical scores and sound effects 
are also straight from the television series. 
For each situation, a musical score will 
play, according to the tone (dangerous, 
easy-going, uncertain, etc.) of the 
environment. 

True, Star Trek isn't without imperfection; 
the game seems way too easy to solve. It 
took me about six hours of solid game play 
to complete the entire game, from start to 
finish. 

Overall, Star Treks pluses outweigh its 
insignificant minuses. If you're a Trek 
fan—or even if you're not—you'll want to 
add this to your NES collection. Kudos to 
the programmers and designers for a job 
well done! And, by the way, what does 
Led Zeppelin have to do with Trek? 

—Mike Davila 
Ultra Software 
900 Deerfield Parkway 
Buffalo Grove, IL 60089 
(708) 215-5100 


James Pond 11— 


Codename: Robocod 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 
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Chris Sorrell is one guy I'd like to meet. 
After designing graphics for various Atari ST 
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Created by 
British 
designer Chris 
Sorrell, James 
Pond ll is just 
as entertaining 
as the original 
title. 


and Amiga titles in his native England, Chris 
masterminded last year's James Pond game 
for the Genesis. Apparently, the latter was 
successful enough to warrant the release of 
this sequel, formally titled James Pond 
II—Codename: Robocod. Once again, Sorrell 
is being credited as the artist most 
responsible for the game's design, code and 
artwork. Not a bad resumé for a fellow 
who's not even old enough to buy liquor in 
most of the United States! 

With a tip of the hat to Hudson Soft's 
shamefully underappreciated Milon’s Secret 
Castle, Codename: Robocod finds our hero 
lurking around outside Santa Claus’ toy 
factory at the North Pole. Inside his life- 
sustaining mechanical Robosuit, Pond must 
climb up the outside walls of the factory and 
explore St. Nick's digs, one room at a time. 
Once inside, he'll have to find and dismantle 
dozens of "penguin bombs" that have been 
planted by the sinister Dr. Maybe. 

If this sounds to you like it's shaping up 
to be a Sonic the Hedgehog clone, you're 
half right. Though not blatantly derivative of 
Sega's classic run-and-jump masterpiece, it 
does include all the ingredients that made 
Sonic such a treat: cute characters, fast 
action, wild colors, good music, multiplane 
scrolling and a smooth control scheme. 

Occasionally, the game will throw you a 
curve by turning entire rooms upside- 
down. | got fed up and dizzy from two or 
three unsuccessful attempts to navigate 
through these areas, so | breezed through 
them by looking at the screen's reflection 
in a mirror that | had placed on the floor. 
Hey, go ahead and call me a cheater—l 
prefer to think of it as resourcefulness! 
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James Bond or RoboCop spoof—which is 
exactly what the general public is going to 
expect when it hears the game’s title. 

In short: A great game, but one that 
would have been just as good—if not 
better—with a more appropriate hero. 

—C.B. 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


The Legend of the 
Mystical Ninja 


KONAMI 
For the Super NES ($59.95) 


GRAPHICS snos 


Forget the title. The Legend of the 
Mystical Ninja isn't really a martial-arts 


Though the sequel doesn't include as game. The setting is a cartoony world where 
many bad puns as the original, the elements from ancient Japanese culture 
decidedly British humour of Sorrell & Co. (like samurai and geisha) are as typical as 
does shine through on several occasions. your character purchasing pizza slices. 
"Come on lads, give us a hand!" calls Alvin What's supposed to be quirky, winds up 
the penguin as he and his mates drag being a mish-mash to American tastes. Talk 
James Pond's lifeless body off the screen at about culture clash. 
the end of the game. "Smoked kipper for You play Kid Ying or his mentor Dr. (you 
tea!" they shout. saw it coming) Yang. Two can also play 


Of course, that's not the ending you'll 
want to see, and, with only two continues, 
it can be quite difficult to work your way up 
to the ultimate challenge at Dr. Maybe's 
Circus. There are shortcuts to be found, but 
the game's most ambitious task lies in the 
meticulous search for secret rooms and 
hidden surprises. Unlike Sonic's gold rings 
and computer screens, the bonus items 
and power-ups in Codename: Robocod are 
as varied as they are plentiful. You'll find 
cowboy boots, faucets, corkscrews, fried 
eggs, Mickey Mouse T-shirts and dozens of 
other detailed items everywhere you 
look—a real challenge for the completist. 

| thoroughly enjoyed Codename: 
Robocod—but | really don't understand 
why it was decided to feature James Pond 
in an adventure that takes place almost 
entirely on land. Considering his 
background as a secret agent, Pond is like 
a fish out of water, literally and figuratively. 
The Robocod angle is even more out of 
place: The Robosuit gives him no special 
powers other than the ability to stretch up 
and grab ceilings of any height. In this 
instance, the colorful, off-the-wall visuals 
and happy-go-lucky soundtrack are about a 
million miles away from serving as a 


together as the pair. Something called the 
Dragonbeast is unleashing a plague. Ying 
and/or Yang must travel through ten levels 
of play to find a ghost princess who will 
prevent this. If this story sounds sparse, it's 
because the instructions and game do little 
to elaborate. 
- Each level consists of two parts. The 
first takes place on a layout of a town, 
such as your character’s home, Horo- 
Horo. Action here is similar to that of a 
Zelda adventure, as Ying and Yang enter 
buildings to look for clues and buy 
items. The second part is a scrolling 
beat-'em-up that takes place outside of 
town. At the end, you confront a big 
thug of an end-boss. 
In the towns, you can buy stuff like 
1 body armor for protection; 
sandals so that Ying or Yang will 
move faster; and food to restore 
their health. Money is obtained 
| by simply beating up the 
townsfolk and taking the coins 
they leave behind. This is 
justified, as the people are under 
the spell of Dragonbeast. Oh. 
You can also get money by 
going into certain buildings to 


The Legend of the 
Mystical Ninja focuses 
around the cartoony 
world where elements 
from ancient Japanese 
culture are typical. 
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bet on pony races, take a chance on the 
lottery or get a job. Some of these 
ventures, like betting on rolling dice, are 
pretty dumb. Other activities fare better, 
notably the “mole-bashing” job (which 
plays like those machines with pop-up 
mechanical weasels to pound). But time 
and effort are usually wasted earning cash 
through these means, since it's easier to 
club away at the wandering populace 
whenever you need money. 

Some of the thunked townspeople leave 
behind a cat that you can catch. These 
kitties are invaluable, because they will 
modify your character's current weapon 
into a better one. Ying's mere stick can be 
upgraded to a long-stringed yo-yo, for 
instance. 

Special powers you can get, categorized 
as "jutsu," will do away with the enemy in 
various ways. They are to be used just in the 
second half of a level. What's more, you can 
only use jutsu after you've collected ten 
scrolls. 

The promise of 16-bit video-gaming 
holds a lot over the longtime 8-bit standard. 
Realistically, it doesn't always deliver. 
Mystical Ninja fails in two points crucial for 
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the Super NES. Its play is rote, and the 
game's overall graphics don't utilize the 
capabilities of the system all that well. 

All of this wouldn't be so bad if Mystical 
Ninja was fun to play. Though it might look 
like an adventure game, its premise is really 
centered around clobbering the boss 
character at the level's end. What results is 
contrived item accumulation, nondriven 
action and hollow play. 

—Howard H. Wen 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 


The Simpsons— 


Bart vs. The World 
ACCLAIM 
For the Nintendo Entertainment 
System ($49.95) 


GRAPHICS — 1 


Bart Simpson an artist? You wouldn't 
think so, but his drawing has just won first 
prize in the Krusty the Clown art 
contest—a trip around the world! 

Sounds like a great deal, but behind the 
scenes lurks the true reason that Bart has 
won the contest: Mr. Montgomery Burns, 
owner of Springfield's nuclear power 
plant—and Homer's boss. The entire 
contest was a scheme set up by Burns to 
try and get rid of the Simpsons altogether. 
It seems that ever since Homer has 
worked at the plant, Burns has lost money. 
To help him with his plans, Burns has 
enlisted the aid of several of his relatives 
around the globe where Bart will be 
traveling: Fu Manchu Burns of China, the 
Abominable Snow Burns of the North 
Pole, Ramses Burns of Egypt and, lastly, 
Eric Von Burns, the film director. 

There are eight action sequences 
spread out between the four areas of the 
game, plus special "Single Screen Game" 
areas where strategy or a quick eye are 
necessary for success. The action 
sequences have Bart climbing through icy 
caverns, along the Great Wall of China and 
even up the Pyramids of Egypt, searching 
for Krusty items. 

The seven single-game sequences may 
appear more than once throughout the 
areas: 

* Remember those little plastic sliding 
puzzles with 15 numbers on them and one 
blank spot? Translate that game to the 
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screen, throw in a background picture 
from the Simpsons’ photo album and you 
will have the idea of the first game. 

* A Simpsons trivia challenge will quiz 
players with questions that relate stories 
from the TV show, and a slot machine with 
character faces instead of fruit will pay off 
with Krusty collectibles when the jackpot 
is hit. 

* When your throat gets a bit dry, drop 
by Moe's bar, where Bart must dodge 
bottles and other objects while grabbing 
collectibles as they slide by. 

* A coffin-opening sequence has Bart 
trying to open three coffins in the correct 
sequence before he may exit, and, in a 
similar sequence, Maggie drops in to help 
choose which igloo the Krusty icon is 
under in the old shell game. 

* Finally, there is a concentration-type 
game, where Bart may have only five 
mismatches as he tries to match up two 
cards for eight characters from the 
show— 16 cards in all. 

Throughout all of these areas, Bart 
must strive to find the hidden Krusty 
collectibles, as they award both points and 
extra lives if gathered in quantity. There 
are also plenty of firecracker balls for Bart 
to use as ammo, and hidden items that 
allow Bart to also become invincible for a 
short period—or fly the skies as Bartman! 


One player only may control Bart as he 
climbs, jumps, skates and flies through the 
scenes. A practice option gives players the 
chance to work on the single-screen games, 
but not on the action sequences—they have 
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to be learned the hard way. Bart starts with 
only three lives, and may be hit five times 
before losing a life—and there are no 
continues. Fortunately, Bart may grab the 
occasional Grape Squishee to replenish 
some of his energy, so the situation isn't 
hopeless. 

| had high expectations when | first sat 
down to this one, as the opening music, 
animation and story line sequences are 
done very well. Once the game gets 
started, though, the excitement kind of 
dwindles. The graphics and sound effects 
are ho-hum through the action areas, and 
the special games can become tedious to 
an extent. The story line and ideas behind 
the game are just fine, but the actual meat 


of the game. Simpsons fans will likely get 
something out of Bart vs. The World, but 
don't count on the name alone to provide 
the game play. Take a look first. 

—Brent Walker 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 922-2400 
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For the Nintendo Entertainment 
System ($39.95) 
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If you were to consider what kind of 
animal would be appropriate as a 
superhero figure, rabbits probably 
wouldn't be high up on your list; but, after 
taking a look at Bucky O'Hare, you might 
change your mind. 

As the leader of the five-member crew 
of the rebel spaceship Righteous 


of the game just didn't satisfy me, even 
though | did make progress into the heart 
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SOFTWARE INCORPORATED 


His four crew members 
have been kidnapped by 
Air Marshal Felix Von 
Ribbettropp of the evil 
Toad Empire, and im- 
prisoned on four different 
planets under Toad control. 
Playing the part of Bucky, $ 
your goal is to first free 
each of your friends from 
Toad imprisonment, then 
take on the Air Marshal 
himself in the Toad Magna 
Tanker spaceship. 

The Toads have allies to 
help them, so Bucky will have to go up 
against spiders, worms, bees, fish, laser 
cannons, giant insects and even mammal- 
eating plants, just to name a few. As each 
crew member is rescued, his powers will 
complement Bucky's. You may switch to 
another crew member at any time merely 
by hitting the SELECT button. Each crew 
member has a particular weapon and a 
different special ability that will make him 
useful in different areas of the game, so 


the order that they are rescued in is | 


important. 


Bucky, on the other hand, has a normal | 


weapon, but has the special ability to 
jump very high by holding down the fire 
button and letting the power meter build 
to its maximum. There are three power 
levels for these special abilities, which 
may be increased by special power-up 
icons found throughout the game. Dead- 
Eye Duck is Bucky’s gunnery officer, and 
he has a three-way gun, as well as the 
ability to climb walls. Android First Class 
Blinky has bombs that can destroy walls 
and ice, and the ability to fly for short 
periods of time. Only by combining the 
abilities of Bucky's crew will you stand a 
chance of defeating the Toad Empire. 

Each planet has several stages 
contained within it, as does the Magna 
Tanker. There aren't always boss guys at 
the end of each stage, but they are 
scattered throughout the game, which 
breaks up the flow of the game nicely. 
There is plenty of blasting action 
necessary to wipe out the Toadies, their 
cronies and the toadlike weapons 
systems, but there are also several areas 
where planning and carefully timed jumps 
are the key to survival. 

Bucky has a life meter to let you know 
how much of your health remains and a 
power meter that shows your current 
power level for your special ability. Power 
icons, 1-ups, bonus points and health 
icons are scattered about with enough 
regularity to keep Bucky going, but 
unlimited continues from the beginning of 
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] the current stage are enough to keep even 


the most hapless player in the game. An 
additional password feature is also 
available, where a password will be given 
for the completion of major areas within 


| the game; so, if you have to power down, 


you may continue at least close to where 
you left off. 

Bucky O'Hare strikes a nice balance 
between being difficult and easy. The early 
portions of the game should be easily 
handled by even the most inexperienced 
players, but the difficulty steadily 
increases throughout the game, so that, 
even with the continues, it will take some 
time to complete. 

The action and challenges are different 
enough from other games to keep 
everything interesting, with decent graphics 
and sound to round things out. Admittedly, 
the graphics aren't extraordinary, but the 
way they are done, especially the characters 
during the introduction sequences, gives the 
game character. 

| enjoyed the game, and | wouldn't be 
surprised if Bucky O'Hare makes another 
appearance in the continuing war against 
the Toads. 

—B.W. 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 


Super Off-Road 


TRADEWEST 
For the Super NES ($54.95) 


The backdrop for the action is any of 16 
different tracks contained within an indoor 
stadium, with flags and pylons marking the 
way over bumps, hills and the lakes of mud 
and water. Slight variations increase the 
track scenarios to a total of 64 different 
versions that may be raced. Obstacles 
placed on the track (such as hay bales) or 
having the race proceed in the opposite 
direction are some examples of these 
variations. 

Unlike the original, only two players 
may compete as either a red or blue truck 
out on the track. However, there will 
always be four trucks in each race, with 
either two or three of them being 
computer-controlled. 

As play proceeds from race to race, a 
player must finish in at least third place to 
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continue to the next track. If you don’t 
make the cut, you have the option to 
continue or end. Unlimited continues are 
available, but your truck loses some of the 
extra upgrade items you have pur- 
chased—add-ons that are necessary for 
one to stay competitive. 

To increase the incentive for placing high 
in each race, money is awarded for the first 
three places after each race. First place gets 
$150,000, second gets $100,000 and third 
gets a mere $50,000. This may sound like a 
lot, but these trucks are expensive to 
upgrade. After the prize money has been 
handed out, an equipment-upgrade screen 
appears, where better parts for your vehicle 
may be purchased. A more powerful engine 
will run you $100,000, and, with six engine 
classes available, you can see how quickly 
that money will be spent. Tires (for better 
traction), shocks (less bounce on the bumps 
and tighter cornering) and acceleration 
upgrades are also available 


end each race. The majority of 
the graphics are devoted to 
representations of the muddy 
dips and curvature of the tracks, 
but everything looks great. 

The music and sound effects 
are very good—the roar of the 
engines as the trucks take off and 
the whine of the nitrous kicking 
in fit right in with some great 
background music that plays 
= | during and between the races. 

The only questionable aspect of the 


(also six classes each), as well |2 
as the most important items: 
the nitro boosts. 

The computer-controlled 
vehicles don't just leisurely 
cruise around the track, so 
expect to be challenged each 
and every race—even when d 2%: 
your truck is maxed out with 
performance items. Learning 


your nitros is the key to! 


success, once you master 


negotiating the many | 
track hazards. Money and 
nitro boosts may also be 
collected as the race is 
taking place, and they 
appear as small icons that 
show up in random loca- 
tions on the tracks. 

The visual portions of 
Super Off-Road are faithful | 
to the original, with nicely |= 
drawn tracks and trucks 
and an animated starting 
gun with checkered flag 
sequence to begin and 


60 * FEBRUARY 1992 


Super Off- 
Road, by 
Tradewest, is a 
straighforward 
racing game 
that any player 
should be able 
to play and 
master. 


| game would be its longevity, as even 
with the variety of tracks and truck 
options, it doesn't take long to max out 
everything, and | personally lost interest 
| after that point. Otherwise, Super Off- 
Road is a straightforward racing game 
that any player should be able to play 
and master, and will provide enjoyment 
for anyone who liked the original or has 
the urge to go muddin'. 

—B.W. 
Tradewest 
2400 S. Highway 75 
Corsicana, TX 75110 
(903) 874-2683 


Monster in My Pocket 


KONAMI 
For the Nintendo Entertainment 
System ($39.95) 
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PLAYABILITY 1 
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Look out! Monsters! Hey, wait a minute. 
These monsters are little—only a couple of 
inches high. They sure can’t do much 
damage to us full-sized people. However, 
that hasn't stopped the bad monsters from 
challenging the good monsters to an all-out 
war in the world of humans. In Konami's 
new Monster in My Pocket, you can help the 
good monsters win the fight by taking 
control of a tiny Dracula or Frankenstein and 
wiping out evil wherever you can find it. 

You'll start out in Jack's room (Jack is the 
only human who knows about the monsters 
and is the good monsters' friend), and battle 
your way through a world filled with huge 
radios (at least as compared with pint-sized 
monsters) and mountainous chairs, among 
other gargantuan furniture. The bad 
monsters will attack relentlessly. Your only 
chance is to study their moves and blast 
them before they can get to you. Along the 
way, you'll find hearts in jars that'll replenish 
your lifeline. 
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If you get past Jack's room, 
you then must make your way 
through the kitchen, down into 
a sewer pipe (yuck!), past a 
construction site and through a 
bamboo garden before you'll 
reach the final battle at Monster 
Mountain. Each location has 
plenty of natural obstacles, as 
well as more monsters than will 
fit in a gym bag. (Hey, don't 
laugh. You can get a lot of 
these little guys into a bag that 
size.) Natural obstacles include 
things like hot stove tops and 
barbed wire. 

At the end of each area, you must defeat 
a boss monster. The bosses you'll meet 
include: Spring-Heeled Jack, who leaps 
about and throws knives; Bigfoot, who can 
freeze you solid with his icy breath; and 
Kraken, who rises from below and stings 
you with his writhing tentacles. Of course, 
each boss has his own set of monster 
friends that you must defeat before you can 
get to the boss. You'll battle zombies, 
skeletons, hunchbacks, witches, ghouls, 
ogres, ghosts and just about every creature 
of evil you can imagine. 

Unfortunately, while there’s plenty of 
action for the jump-and-shoot gamer, it's all 
been done before, with very little extra 


none is particularly tricky. It'll take only 
about two attempts at a level to learn 
everything you need to know to defeat it. 

Monster in My Pocket is truly ordinary. 
It seems to me that its creators were 
monstrously lazy and put together a 
Skeleton crew of a game, the minimum to 
get by. 

—C.W. 

Konami Inc. 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5100 


Buck Rogers 


ELECTRONIC ARTS 
For the Sega Genesis ($69.95) 


Welcome to the year 2456, about 400 
years following the nuclear war that 
persuaded the governments of Earth to 
finally disarm their doomsday weapons, 
and about 200 years after the oppressive 
RAM (Russo-American Mercantile) 
wrested control of Earth. In this hopeful 
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year, the rebels of Old 
Earth, fed up with RAM 
rule, have formed NEO 
(New Earth Organization) 
in order to fight for 
freedom. With their new 
leader, Buck Rogers, 
whose frozen body was 
discovered in space, NEO 
is confident of victory. 
But they need your 
help. In Buck Rogers, a 
new role-playing game 
(RPG) for the Sega 


Genesis, you must guide 


your band of six rebels through 
seven danger-fraught space | 
adventures. In your travels, 
you'll help thwart a RAM attack 
on Earth, clean the evil life 
forms from a drifting RAM [Т 
spyship, battle RAM battleships 
in deep space, rescue children 
from a military base in the 
asteroids and much more. 
When you slap the cartridge 
into your machine, you can, by 
selecting the “prerolled” 
characters, begin the adventure 
immediately, or you can take the 
time to create the six members 
of the rebel party yourself. Much 
like the characters created using 
the Dungeons & Dragons 
gaming rules, each rebel has 
different strength, dexterity, 
constitution, charisma and tech 
(technical know-how) scores. In 
addition, three races and four 
careers are available. A well- 
rounded party must have a good 


0000000 


mix of abilities and attributes. 
Throughout the adventure, you 
explore the locations to which you're 
sent, unearthing clues and completing 
the assigned tasks. As you move 
through an area, random enemy attacks 
keep you perched on your battle toes. 


When combat starts, you must fight to | __ 


the death, although you can put each 
character into auto-mode, wherein you 
sit back and let the computer handle the 
combat details. If you like to get your 
hands bloody, though, you can take full 
control of the combat, arming the rebels, 
maneuvering them about the battlefield 
and targeting their attacks. Whether you 
or the computer choreographs the fights, 
plan on meeting some horrendously 
gruesome enemies. 

Buck Rogers plays like the typical 
Genesis RPG, with a dash of Metal Gear, 
the classic for the Nintendo Entertainment 
System, thrown into the broth. But, unlike 
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most RPGs, the outcomes of battles seem 
based to a great extent on chance, rather 
than on strength gained by gathering 
experience. Because characters are given 
level advances only after they complete a 
mission, there’s no way for them to gain 
an advantage over a specific enemy by 
gathering additional experience points. 
You'll find yourself saving the game before 
each major battle, and then replaying the 
scene until luck favors your side. 

More disappointing, though, are this 
game's primitive graphics. Only a 
minimum of effort has been lavished on 
each location’s background, and the 
characters themselves are rendered as 
mostly unremarkable blobs. In the 
graphics department, at least, Buck 
Rogers can't hold a candle to RPGs like the 
Phantasy Star series. The music, too, is 
mostly pretty dreadful stuff (although the 
sound effects are okay). Thank heavens 
the music can be turned off. 

In spite of its weaknesses, Buck Rogers 
plays well enough to give role-playing 
fans something to do while they wait for 
the next Phantasy Star. If, however, you 
have no interest in RPGs, this one sure 
won't convert you. 


—C.W. 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


Smash TV 


ACCLAIM 
For the Super NES ($59.95) 
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If we're to believe video-game 
designers, game shows are gonna start 
getting real nasty in a few years. Games 
like Fatal Rewind and Acclaim's SNES 
adaptation of the arcade game Smash TV 
ride on the theme of Stephen King's The 
Running Man: games played by heavily 
armored contestants in high-tech arenas, 
competing to win luggage, a trip to 
Bermuda or a grand prize chosen 
especially for them (like their continued 
existence). 

Here's how we play the game. You, and 
maybe a friend (if you're playing in two- 
player mode), get your basic armor and 
gun, then head out to the first arena. 
Battle any enemies you find there while 
we drop in grenades, bombs, missile 
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launchers, temporary 
shields, speeder- 
uppers, bonus lives, 
keys to locked areas 
and other valuable 
gifts. Pick "ет up 
before they dis- 
appear! Once you've 
cleared the first 
arena, you'll be able 
to move around and 
explore all the arenas 
on each level. But 
look out, because 
one of them contains 
Da Boss, and you'll 
have to eliminate Da Boss 
before you can move on to 
the next round of arenas. 
Clear all of the arenas on 
each of the four levels and f 
find the hidden SuperDome, | 
and you, too, can be the 

Smash TV Grand Champion! # 

The camera catches the |) 
action from high above, away 
from the wild pyrotechnics 
and ground-shaking violence. 
Thus, the players, and most 
of the enemies, are fairly 
small on-screen, though still 
detailed enough to clearly | 
show the important things | 
(what kind of weapon you're | 
carrying, whether or not that 
enemy is pounding on you 
with a bat, etc.). But the 
bosses are huge апа 
animated more fluidly and 
realistically than in most 
other 16-bit home games. 
Basically, this is a sci-fi 
version of games like 
Berzerk, HRobotron and 
Gauntlet, where opponents flood you 
in waves from all sides, in outrageous 
numbers, forcing you to fight hard to Jf 
reach those all-important bonuses. 
You can't accidentally gun down your | 
partner; nice not to have to worry 
about that. You can finish the game 
without finding the SuperDome, but 
you won't get the optimal ending. 

Control doesn't come easily. You 
want to hold the controller slightly at a 
diagonal and use the cluster of four 
buttons as a diamond. With practice, you'll 
be able to shoot in eight directions quite 
deftly. However, a joystick would make 
this much easier. 

Despite the small characters, the graphics 
are excellent overall. They're spectacular in 
all the right places, with good backgrounds 
and screen-shaking special effects. Yet the 
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slowdowns are nowhere near as frequent as 
in most other SNES games with this level of 
screen activity. There's some noticeable 
flickering at times, mostly with the bosses, 
but nothing that affects game play, and only 
when the other animation on-screen is 
ambitious. 

The music and sound effects are also 
top notch; there's a variety of themes, 
convincing sound effects and screams of 
pain that'll bring tears to your eyes. 

Smash TV is suitably sarcastic about its 
own content. Finish a level, and scores are 
tallied, with the huge beefcake players 
flailing their arms in delight for winning 
toasters. Getting killed involves hideously 
graphic electrocutions, or you may simply 
spin around and dissolve into the ground. 
While Smash TV is the kind of relentlessly 
brutal game that will make some parents 
want to unplug the SNES and hide it in the 
attic, it’s also the kind of game that two 
kids (of any age) are likely to have 
incredible fun playing. And, for the losers, 
we have some splendid parting gifts.... 

—J.M. 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 922-2400 
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F-22 interceptor 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 
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F-22 Interceptor has the action of an 
arcade jet game, yet incorporates the 
strategy of a simulator—just enough to 
make it more “respectable” among other 
flight shooters, if you will. F-22 features 
air-to-air and air-to-ground combat, 
usually happening together. Three levels 
guide the unfamiliar from instructional 
missions—complete with helpful, on- 
screen instructions—to full-fledged 
combat scenarios. Four theaters of war are 
listed, each having 30 missions. 

The first theater is basic training over 
the United States. Next, you go to Korea to 
prevent North Korea from penetrating the 
DMZ. Then it's off to Saudi Arabia to stir up 
another desert storm with Iraqi forces. The 
toughest is the Soviet Union. Mig pilots are 
on their way to the U.S. on a renegade 
mission. This makes for a total of 120 
missions. 

If this is not enough action, you can go 
against the aces from the four countries 
listed, using cannon fire only. Still sounds 
like a piece of cake? Then customize your 
own missions and determine such details 
as how aggressive (or passive) your 
opponents are and the amount of 
weaponry they shoot at you. 

The numerous enemy weapons range 
from various Mig fighters and helicopters 
to ground equipment like antiaircraft 
missile launchers and tanks. Missile silos, 
communication towers, military head- 
quarters and other buildings are some of 
the targets you'll have to demolish. 

Your F-22 is armed pretty well—but you 
must use your weapons conservatively. 
Three air-to-air and three air-to-ground 
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missiles аге available, 
depending on the mission. 
The air-to-airs have various 
ranges and heat-seeking 
ability. The TOW апа 
Maverick air-to-grounds are 
manually guided by you, thus 
ensuring hits from farther 
| distances. 

Besides shooting and 
blowing up things, there are 
the usual takeoff and 
landing sequences to 
handle. And a midair linkup 
with a fuel tanker adds a nice 
touch. But, if you don't want 
to bother with these details, 
you can shut them off from 
your game. 

In fact, almost everything 
can be turned off or adjusted 
at whim, from the game's 
music to your enemies' 
“combat nervousness.” You 
can arm your jet with 
unlimited fuel, ammunition or 
missiles whenever needed 
—even during combat. F-22 
can be made as challenging or as easy 
as you want. You can play it like a 
"realistic" simulator or turn it into a 
fancier Afterburner. Talk about having it 
your way. 

The graphics are great. Aircraft and 

ground weapons are rendered in the 
same 3-D style as a computer 
simulation. And things move smoothly 
and as fast as you set the action, without 
a slowdown in animation that | have yet 
to observe. 
The game's perspective switches to the 
enemy's and will depict missiles being 
launched. Other scenes show your plane 
landing, taking off, a 360-degree view of 
your jet, your craft from behind (making 
the graphics akin to that of Afterburner) 
and so on. Of course, you can turn this 
fancy stuff off if you prefer staring at the 
cockpit. 

| haven't even gone into other niceties, 
like the effects of sun glare or "red outs" 
and "blackouts" that obscure your vision as 
your jet pulls Gs, but you get the idea. 
Electronic Arts strives to bring computer- 
style entertainment to video-game systems 
without sacrificing complex play. With F-22 
Interceptor, it has succeeded in doing this to 
the jet combat simulator, and has made it 
easier to play, as well. 

—H.H.W. 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 
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eople seldom say a kind word about reruns, but most 
gamers would gladly take a 1992 as exciting as the year 
J 


just ended. Despite many lingering problems, the elec- 
tronic-entertainment business made great strides in 1991. The 


of 16-bit and IBM PC games more than took up the slack 
with double-digit sales gains during the summer and fall. 
There’s new technology coming that will blow the doors 
-off today’s game console and computer gear, but publish- 
ers didn't sit on their hands waiting for multimedia and 
CD to capture the public's imagination. Development 
) groups repeatedly pushed hardware to the limit in 
1991 with a new generation of superslick, 
highly detailed games, particularly on the com- 
puter side of the slate. 
A similar situation occurred in the mid- 
1980s, when IBM PC began to overtake the 6502- 
based computers. Companies were caught between 
the desire to explore the potential of more powerful 
^ machines and the necessity. of catering to the existing 
marke Some produced multidisk monsters that leapt far 
“beyond typical 48K computer games. Unfortunately, | 
ground breakers d Zone (Sierra On-Line) required a 


whole stack of dis! 5, which made play unwieldy. Some of this 
year's finest games are the same story; only owners of top-of- 
the-line equipment can get full enjoyment from fantastic titles like 
ActRaiser, Martian Memorandum and Wing Commander II. 
3 Arnie Katz, computer entertainment editor, chaired a panel of 
| judges comprised of VG&CE's writers and editors. This panel examined 
. hundreds of video and computer games published between October 1, 1990 and 
November 1, 1991. Here we present the selene as the very best elec- 
tronic-entertainment games. 
N The judges hope: that readers Айым favorites didn’t make 
this year’s list will forgive such omissions. This is 
VG&CE's salute to the best of the year. And 
now...the winners! 


ON BY ALAN HUNTER 


© 


#2 
VIDEOGAMES & COMPUTER ENTERTAINMENT 


EDITORS 


mw 


NE OF THE YEAR 
Of all the awards, the best game of 


the year is perhaps the easiest to decide 
on. It can be harder to figure out the 
one game with the best sound or the 
best strategy, but the overall best game 
is the one game that runs hot on all 
cylinders and strikes you hard on all 
counts. For that reason, Sega’s Sonic the 
Hedgehog is VG&CE's pick for Best 
Video Game of 1991. 


With this fast-paced action contest, 


Sega has created not only a successful 
game, but a lasting character in the 
form of a sassy, blue hedgehog. He's 
becoming more visible each day, see- 
ing that he is now packaged in every 
Genesis sold, and he also made his 
Rad 


He's not soon to 


first cameo appearance in Sega's 
Mobile arcade game. 
with recent 


go away, Sega Master Sys- 


tem and Game Gear releases of Sonic 


the Hedgehog and another Genesis 


game slated for this fall. But the im- 

portant thing to consider is how Sonic 

brought the 16-bit market into peo- 
B р 


ple’s faces. 


VIDEOGAMES 


HONORABLE MENTION 
Characters are a big part of any suc- 
The year 199] 


brought to view some new faces—the 


cessful video game. 


Battletoads. Not quite as refined a 
group as the Teenage Mutant Ninja 
Turtles, the Battletoads are a gangly 
limbed bunch of reptiles, certainly not 
the type you would expect to be video- 
game heroes. The game Battletoads 
(Tradewest for the NES) wasn’t just 
these characters, though. It was excit- 
ing, edge-of-the-seat action, reflex test- 
ing and plain fun. 

Let us not forget the first Disney 
character, Mickey Mouse, to hit the 
Genesis in a game—though the count 
is higher now with Fantasia and Quack- 
shot also on the Genesis’ software list. 
Castle of Illusion Starring Mickey Mouse 
(Sega for the Genesis) didn’t just bank 
on the popularity of everyone's favorite 
mouse, but offered an action game that 
provided hours of challenge to every- 


one who took it on. 


Best Sports Vinto Gane 
When our editors got together to 
discuss which games would receive our 
coveted awards, the only unanimous 


choice was in the Sports category. NHL 
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Hockey (Electronic Arts for the Gene- 
sis) employs state-of-the-art technol- 
ogy, something that we've come to ex- 
pect from this cutting-edge company, 
but doesn't let it get in the way of the 
game play. Realistic hockey is what ev- 
eryone is raving about with NHL 
Hockey, from the sounds of the game 
to the licensed lineups that make up 
the rosters of each team. Electronic 
Arts seems to be the team to beat in 


sports simulations. 


HONORABLE MENTION 

The 1991 football market for the 
Genesis brought us a few entries. 
Among them, Sega signed a big deal 
with San Francisco 49er Joe Montana 
and promptly unleashed a 16-bit won- 
der with his name on it; but EA coun- 
tered that with a Genesis version of 
John Madden Football. The latter install- 
ment just beat out Montana for the the 
king of the gridiron hill, thanks to its 
digitized speech of play-by-play an- 
nouncing and its full 28-team lineup to 
choose from. 

A late entry in the video-game sports 
field, Roger Clemens MVP Baseball (LJN 
for the NES) is showing that it doesnt 
take 16-bit power to be successful. Re- 
ceiving its name from the Boston Red 
Sox power pitcher, LJN has filled its 
cartridge with realistic on-field view- 
points, including several different cam- 
era angles with interactive close-ups. A 
parody on player names is used, 
though realistic player statistics are im- 


plemented. 


This is a big category in our awards, 
and the winner is a sleeper. Micro Ma- 
chines (Camerica for the NES) 


censed for play on the NES, nor is it 


isn't li- 


easy to find in stores. However, every- 


one who plays this game is instantly 


FEBRUARY 1992 * 67 


мно 


BE? 


юю YOU WANT жо 


drawn in by its cute but challenging 
game play. Based on the little toy vehi- 
cles (from Galoob Toys), this cartridge 
creates an innovative driving game that 
takes place on the types of venues 
where you'd expect to find these little 
autos: table tops, bathtubs and more. 
But it's not just the scenery that does it; 
the control of the Micro Machines is 
also impeccable and offers that rarity in 
video games today: head-to-head com- 
petition. At all costs, you should seek 
out this gem. 


HONORABLE MENTION 

As discussed before, Sonic the Hedge- 
hog (Sega for the Genesis) contains a 
lot of action, so it’s impossible to ig- 
nore it in this category. When Sonic 
gets a running start, rolls into a ball 
and heads down one of the many curv- 
ing tubes, is there anything that can 
beat it? Okay, so Micro Machines beat it 
to win the category, but there's not 
much else that beats it. Sonic the Hedge- 
hog is hot stuff. 

Nintendo also unveiled its latest 
entry in the console market with the 
Super Nintendo Entertainment System, 
and, as expected, a new Super Mario 
game surfaced with it. Super Mario 
World (Nintendo for the SNES) showed 
off the new hardware—featuring vivid 
graphics and wonderful sound—but 


also introduced a lot of new play me- 
chanics to the genre. SMW offers 96 


goals that puzzle the player, but mainly 
lots of the typical Super Mario action 
that gamers have come to expect. 
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Best ScienceFiction Game 

Last year’s Sci-Fi winner, Whip Rush 
by Renovation, was considered a hot 
game by VG&CE's editors. “What 
makes Whip Rush stand out from its 
peers,” we said, “is its attention to de- 
tail and quality....” It's no surprise, 
then, that Renovation would again take 
the Sci-Fi category by storm with Ga- 
iares on the Genesis. The cartridge is 
filled with tons of exciting encounters 
in space, again packed with quality 
graphics, sound and, above all, intense 
challenge. Renovation seems to be the 
team to beat. 


HONORABLE MENTION 

Veigues Tactical Gladiator (NEC for 
the TurboGrafx-16) puts you in the 
steel shoes of a powerful robot, but 
there are other robots trying to prevent 
you from completing your mission. The 
game is all fast-moving action, with 
metal creatures whooshing in from all 
sides. Now if only we had a couple to 
fight L.A. traffic... 

EA has done a good job of bringing 
some of its wonderful computer games 
to the console market without much 
sacrifice—in fact, some benefit from 
the translation, it seems. One game that 
made the trip to the Genesis without 
loss is Starflight. The Genesis version of 
Starflight seemed to bridge the gap in a 
Genesis genre that was a void. 
Starflight’s futuristic, interplanetary ex- 
ploration theme let gamers come in 
contact with alien races and explore 
270 star systems with 800 planets to 
survey. 


Best Simutation Vi ME 

The only cartridges available for the 
first few weeks of the SNES’ store life 
were a trio of Nintendo titles: Super 
Mario World (included with the sys- 
tem), an arcade scroller; Pilotwings, a 
simulator that tested your ability to fly 
through the air with the greatest of ease 


and F-Zero, a driving game that brings 
Pole Position into the 905. Pilotwings 
stood out as a game with little tie to 
anything before it. Sure, there have 
been plane-piloting games before, but 
that is just a fraction of what makes up 
this SNES game. 


The telling factor is watching some- 
one trying to hit the rings with the 
plane, or the parachutist attempting to 
land on the moving platform with the 
jet pack or maneuvering away from 
enemy fire in the helicopter scenes. 
Whenever a player is squirming in his 
chair, as if he can actually affect the ac- 
tions of his on-screen counterpart that 
way, it's apparent that he has lost the 
concept that it’s just a game. He's living 
it, and that is the key to a successful 
simulation. 


HONORABLE MENTION 

A late 1991 entry in the category is 
Road Rash (Electronic Arts for the Gen- 
esis), a motorcycle racing game with a 
little bit more. It requires you to not 
only make it to the finish line, but to 
battle your way through the race to get 
there. The best parts of Road Rash are 
the scenery and animation—you cruise 
through varied terrain, and you have to 
kick, punch and slap to carve a clear 
path through competing bikers. 1 don't 
think when Atari came up with Pole Po- 
sition it ever envisioned that the game 
would evolve to include weapons—but 
here it is. 


Best Stratecy Vinto GAME 
The use of CDs as a storage medium 
is only now being tapped, but 1992 will 
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undoubtedly show the gaming commu- 
nity how seriously the industry takes 
the concept of CD games. The benefits 
are large: giant games with lots of lav- 
ish graphics and realistic digitized 
sound on a cheap-to-duplicate—yet 
nearly impossible-to-pirate—format, 
but, of course, the market still has to be 
seeded with hardware before the soft- 


ware will proliferate. 


i nsp: 
can do for 


e owner asks as 
out of the ba 


he comes 
room. 


The beacon that’s showing the way 
to go is NEC, with its TurboGrafx-CD 
Player for the TG-16. Though the CD 
releases have been sparse, JB Harold 
Murder Club (NEC for the TG-16) 
shows the potential for CD games. It’s a 
murder-mystery that lets the player 
view through a detective’s eyes and 
guide the private eye in solving the 
case. Surely, this isn’t the end-all, be-all 
of CD games, but very few have taken 
this type of chance. It cuts a new path 


in video games. 


HONORABLE MENTION 

There are very few platforms that 
Maxis’ SimCity hasn't appeared on, and 
the year that sees no new SimCity will 
indeed be the one that sees no honor- 
ing of it in the VG&CE Best of's. How- 
ever, in 1991 we saw a version of the 
classic unleashed on the SNES market 
by Nintendo. Certainly some things 
were changed in it, but most would 
agree that the end result is a better 
game. A smoother operating interface 
that employed the use of a character 
that interjected helpful tips and advice 
on how to plan your city added to the 


ease of the game. 
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Another computer game that made 
its way to a cartridge is a Tetris muta- 
tion called Blockout (Electronic Arts for 
the Genesis, Atari for the Lynx). Imag- 
ine playing Tetris by looking directly 
into a pit and yowll only get the basic 
idea. From there, you have to rotate 
pieces on three axes, visualizing the 
depth of the pit as well. The Lynx ver- 
sion is particularly exciting, capturing 
all the nuances of its predecessors in 


portable form. 


Best MitiTARY- STRATEGY Gant 
Yet another in a series of PC-to-Gen- 
esis translations, Centurion (Electronic 
Arts for the Genesis) gave video-game 
warriors a smorgasbord of strategy/war 
gaming with plenty of arcade se- 
quences, superb graphics and sound ef- 


fects on the side. 


HONORABLE MENTION 
With a very strong emphasis on 


strategy, Warrior of Rome (Micronet/ 


Bignet for the Genesis) offered gamers 
countless hours of compelling play. 
Each scenario takes place on a grid di- 


vided into hundreds of squares with 


different types of terrain. Warrior of 


Rome is solid, lengthy and easy to play, 
and it serves as a greal introduction to 


the genre. 


Best Action-Strarecy Vinto Gane 
Us a strategy! It’s an arcade action 
game! It’s a strategy! 1—5 an arcade ac- 


tion game! 


Hey, there’s no need to argue over 
ActRaiser (Enix for the SNES), because 


it's a strategy and an arcade action 


game! One half of the game is a blend 
of Populous and SimCity where you 
build various lands by defeating evil 
creatures. The other section of the 
game is scrolling combat that pits you 
against all forms of beast. Combined, 
ActRaiser is one of the most innovative 
cartridges we've seen for awhile. It has 
made us more anxious to see Dungeon 
Master on the SNES. 


HONORABLE MENTION 


In a strange twist, Electronic Arts li- 


censed its involving computer strategy, 
688 Attach Sub, to Sega for release on 
the Genesis, and it turned out to be 
one of the neatest games to hit the car- 
tridge market. Combat by submarine 
has been done before successfully, but 
688 puts all aspects of the sub in your 
hands. This game isn't for the claustro- 


phobic. 


Its a great Cinderella story: A com- 


puter programmer in northern Califor- 
nia goes fanatic over a game system, 


successfully licenses and translates a 
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pair of big-name Japanese games and 


lets them loose on the industry—to 
rave reviews. Though Working De- 
signs’ version of Cadash didn't make 
the dates to be considered for 
VG&CE's 1991 awards, its Parasol 
Stars (Working Designs for the TG-16) 
did beat the cutoff. The third install- 
ment in the Bubble Bobble series, Para- 
sol Stars takes Bubby and Bobby on fur- 
ther adventures with colorful 
backgrounds, a varied selection of char- 
acters and lots of hidden bonuses. 
Above all, though, it gives the player 
some interesting situations to get out 
of. We expect more in the future from 


this fledgling game publisher. 


Best Anventure Vinto Gane 


In last year’s accounting of the best 


games of 1990, we split this prize be- 
tween Sega's Phantasy Star II (for the 
Genesis) and NEC’s Ys—Book I and II 
(for the TG-16). Seeing that NEC's next 
chapter in the Ys saga, Wanderers From 
Ys, wasn't released in time for 1991 
consideration, Sega did bring another 
Phantasy Star to the Genesis market 


with great success. Bringing together a 
bunch of different adventures into one 
cart, PSIII offers hours of enjoyment 
and adventuring for the avid gamer. 
This is one of those games that will 
have you looking at the clock at three 
in the morning and wondering where 
the time went. It’s crammed with oo- 
dles of lush graphics, and it immerses 


the player in its story. Of course, next 


year will probably bring another battle 
between NEC and Sega, with a little 


Zelda Ш mixed in.... 


HONORABLE MENTION 

Actually, Sega had a great one-two 
punch in the Adventure genre with 
Phantasy Star Ш апа Sword of Vermilion 
(for the Genesis). In the tradition of its 
predecessors, Phantasy Star III contains 
innumerable plot twists and assorted 
surprises, coupled with countless com- 
bat sequences to enthrall RPG gamers. 

Sword of Vermilion elements create 
an atmosphere that make it vanish as a 
game and, instead, transform into a liv- 


ing world of enchantment. 


Best Sounn in її Game 

Its not odd that an SNES game 
would take the cake in this category, 
thanks to the muscular audio chip that 
is built into the console. With that in 
mind, the champion is the one that 
flexes that muscle and wrings out all it 
can muster. ActRaiser (Enix for the 
SNES) does that with wonderful, or- 
chestral themes and sound effects. Enix 
could have left well enough alone with 
the game play that won it the Best Ac- 
tion/Strategy Video Game award, but it 
went the one step further by loading it 


up with fabulous audio, too. 


HONORABLE MENTION 

Though most people are considering 
the NeoGeo out of the budget of many 
gamers, its performance still can't be ig- 
nored. Though, unfortunately, many of 
the Neo*Geo's early titles didn't have 
great game play, one standout in the 
field is Magician Lord (SNK). It features 
some great video effects, but primarily 
offers the player a cornucopia of beau- 
tiful sound. It must be heard through 
headphones to be fully appreciated. 

The old saying, “Good things come 
in small packages" was never as true as 


it is with Klax (Atari for the Lynx). This 
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challenging strategy game pumps out a 
slew of sound effects—falling tiles cause 
clanks, but you'll also hear cheers, 
groans and oohs—that seem to be too 
much for such a tiny device. Believe it 
(Before VG&CE takes any heat for 
awarding Klax an award in 1991, when 
the Lynx version was listed in the 1990 


awards, we'll take the opportunity to 


correct ourselves a year later. The Lynx 
version wasn't released until 1991. So 


there.) 


Best GRAPHICS 1н A Vipeo Game 


Though Electronic Arts has taken a 


big share of the awards, Mickey Mouse 
himself isn’t too far behind. Though his 
Castle of Illusion Starring Mickey Mouse 
was awarded an Honorable Mention in 
the Video Game of the Year category, 
we can’t ignore his second game of the 
year, Fantasia (Sega for the Genesis), 
for its posh images. Disney has built its 
reputation on smooth and colorful ani- 


mations, and Sega is doing its best to 


capture that in silicon. And Mickey 
doesn’t look 50 either. 


HONORABLE MENTION 

Sega’s Shadow Dancer proved to be a 
graphics surprise, giving Revenge of Shi- 
nobi a run for the money. Shadow 
Dancer's spectacular graphics included 
breathtaking earthquakes that split the 
screen in half, creatures that emerged 
from brickwork and an array of multi- 
level parallax scrolling. 

Battletoads. Just the mere mention 


of the word brings a goofy smile to any- 
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one's face. If you've played Tradewest's 
NES game, you have more reason to 
smile, because you know that there's 
more to this one than a gimmick. The 
game consists of a batch of toad heroes 
in a scrolling action game, but the best 
parts of Battletoads are the very car- 
toonlike visuals. This isn't just an en- 
joyable and challenging game to play; 
it's fun to look at, too. That's a strong 
argument that 8-bit gaming isn't dead. 


Best Coin-Op ro Vinto Game TRANSLATION 

These days, “translation” is a deli- 
cate term. There are some games, 
namely Neo*Geo titles, that aren't so 
much translations as they are arcade 
games in a home cartridge. The game 
you get at your local store for your 
Neo*Geo is virtually the same you'll 
see at the arcade. For that reason, 
sadly, we can't really consider Neo*Geo 
software for this category. However, 
there are tons of other games that really 
are conversions, and usually the task is 
to cram all the nuances of the coin-op 
into the memory constraints of a 
teensy-tiny cartridge. 

One that caught us by surprise is 
Teenage Mutant Ninja Turtles II—The 
Arcade Game (Ultra for the NES), 
which captured the spirit of the best- 
selling coin-op. When TMNT I came 
out, lots of gamers were disappointed 
that it didn't match the arcade version; 
but Ultra didn't let anyone down with 
the second NES cart. It captures the 
combat action succinctly. 


HONORABLE MENTION 

A somewhat overlooked coin-op was 
Atari's A.P.B., a satirical game of cat 
and mouse...err, cops and robbers. In 
it, you, the local constable, have to tra- 
verse the roads of your town in search 
of ne'er-do-wells: drunks, speeders, lit- 
terbugs and, mainly, A.P.B.'s major 
criminals, who have to be run off the 
road. What's amazing is that Atari 
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shoehorned the whole theme of the ar- 
cade version into a Lynx card. Hard to 


and 


believe, but thoroughly enjoyable 
remarkably portable. 

Another Atari quarter-sucker, Cyber- 
ball, is making its way across the video- 
game community. Soon to hit the Lynx, 
Sega's Genesis version of Cyberball is a 
tasty game of football, though it’s grid- 
iron action of the future—between 
robots. Mostly faithful to the game we 
know and love, but adds some excite- 
ment through a varied playbook and 
some different rules. It’s a nice touch 


for the electronic-sports fan. 


Most Innovative Vinto Gane 


It's sad to say, but there are few com- 


panies leading the video-game industry 
down new paths. Many of the games 
that come out today are fairly formula: 
scrolling run-and-jump, run-and-punch 
or run-and-kick types of games. Oh, to 
dream of the Atari days of old, with 
games like Missile Command, Tempest 
and Food Fight. Not many are willing to 
take a chance at innovation, but this 
category is VG&CE's recognition of 
those games on the cutting edge. 
Though it's hard to call an arcade 
game "innovative" a few years after it 
was released, we're going to risk the 
complaints and toss an award to A.P.B. 
(Atari for the Lynx). As we noted, not 
too many companies are looking past 
the scroll-boss format, and it's nice to 
see Atari taking chances with titles that 
the current crop of gamers may not be 
familiar with. Making an overhead 
driving game is simple, but it requires 
some imagination and thought to take 
that concept and make it fresh. And the 
laughs that A.P.B. will draw out of you 
with its visuals and sound bites are 


more than worth it. 


HONORABLE MENTION 
Our December cover story, Joe Mon- 
tana II Sportstalk Football (Sega for the 


Genesis), just snuck under the dead- 
line for 199 


not to recognize it for the chances it 


, but it would be a shame 


took. As we write this, Montana II is 
the talk of the neighborhood—its not 
only a good football game, but it 
"tells" the player what is going on. It's 
a lot of fun to have an announcer built 
into the game, and it’s an idea that 


could have fallen on its face. Nothing 
ventured, nothing gained, is what we 
have to say. 

Similar to Atari's A.P.B., Camerica 
could have created a simple overhead 
driving game with little effort —and 
probably little fanfare. However, it 
chose to go a different route with Micro 
Machines (for the NES). It took a popu- 
ar toy license and wrapped a driving 
game around it, as if the diminutive ve- 
hicles were the actual participants. 
With that in mind, you get a wonder- 
ully controllable driving game that has 
you cruising along on the pool table 
(don't fall in the pockets), over the 


breakfast table (watch out for the pud- 
dles of milk) and with boats on the 
bathwater (complete with rubber ducks 
and floating soap). Once you pick up 
the control pad, it's certainly hard to 


put it down. 


COMPUTER Game or THE YEAR 
No decision was harder for the panel 
of judges than picking the top new 
computer game of 1991. There have 


never been so many superb titles of ap- 
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rs have hidden Morticia somewhere in the 
Mansion. You and Gomez have to escape 
‘traps, and battle scary ghouls and goblins on 
‘search to find her. Collect the million dollar 
find Wednesday, Pugsley and the 
st of the family in your attempt to 
rescue the beloved Morticia. 


SUPER NINE oC 


pour 


proximately equal quality within a sin- 


gle year. 

The VG&CE critics’ choice as Com- 
puter Game of the Year is Wing Com- 
mander II (Origin Systems for the IBM 
PC). It has relentless first-person com- 
bat action and rivetting noninteractive 
scenes in one slick, science-fiction 
package. Those with the hardware 
power to install the speech disks, avail- 
able separately, can enjoy the most ef- 
fective, dramatic cut scenes ever in- 
cluded in a computer game. The 
animation and artwork are memorable, 
but the addition of full speech lifts the 
canned interludes to new heights and 
evels of sophistication. 

Even the best noninteractive se- 
quences are worthless if the interactive 
portions aren't up to snuff. In this case, 


space war fans won't be disappointed 


by the variety of enemies, the range of 
tactical situations or the audiovisual 
representation of fighting in space. And 
when you've tried all of the assign- 
ments in the basic program, Origin has 
a set of mission disks that provide new 
worlds and goals for the would-be 


space hero or heroine. 


Best Sports SIMULATION COMPUTER GAME 
The slogan for the year was “back to 
basics!” The sports that have always 
proven popular with home computer- 
ists rode high; baseball, football and 
golf dominated the new release list. 
Will this year’s winners supplant 
current mainstays like Earl Weaver, 


Jack Nicklaus, MicroLeague Baseball and 


TV Sports: Basketball? The verdict isn't 
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in yet. Simulation sports fans are noto- 
riously loyal to the games they play, 
and it isn't easy to get a stat baseball 
league to embrace a new program. On 
the 


crammed with features, including 


other hand, these titles are 


sound and graphics even the arcade 


sports titles didn't have as recently as 


two years ago. 


Latest in a distinguished line of 
award-winning computer golf simula- 
tions is LINKS The Challenge of Golf 
(Access Software for the IBM PC). A 
superb play-mechanic combines with 
near-flawless visuals to produce a true- 
to-life simulation of golf. Access is 
supporting LINKS with a large selec- 
tion of course disks and a free news- 


letter. 


HONORABLE MENTION 

MicroLeague Football: The Coaches’ 
Challenge (MLSA for the IBM PC) is 
the state-of-the-art pigskin simulation 
for those who want full-screen ani- 
mated graphics as well as accurate 
mathematical modeling of simulated 
players. 

Tony La Russa Baseball (551 for the 
Amiga and IBM PC) was one of last 
summer's most pleasant surprises for 
sports gamers. Solid sound and graph- 
ics lend excitement to a simulation that 
offers the user action-strategy and stat- 


only options. 


Best Sports Action/Action-Staarecy Computer Game 

As sometimes happens when pub- 
lishers produce an unusual number of 
sports simulations, the all-out action 


sports titles were a little rarer than 


usual last year. There were still plenty 
of good ones, many of which benefited 
from the faster execution speed of the 
386SX IBM PC machines. 

Six official NASCAR courses push 
drivers to the limit in Bill Elliotts 
NASCAR Challenge (Konami for the 
Amiga, IBM PC and Macintosh). Bit- 
mapped graphics and excellent use of 
scaling technology give this auto-race 
game from Distinctive Software (cre- 
ators of Test Drive) that elusive combi- 
nation of high-speed animation and 
sensational graphics needed to visually 
simulate this sport. 

A VCR-like replay feature allows the 
gamer to see crucial points in each race 
from six different camera positions. 
Also highly impressive is the lengthy 
and detailed pit-stop sequence with 
seven maintenance options. 

Bill Elliotts NASCAR Challenge is 
more than an audiovisual triumph. 
Players select the engine and customize 
other performance features to suit the 
rigors of each course, then prove their 
skill against some of auto racing's top 


drivers, including Bill Elliott himself. 


HONORABLE MENTION 
4-D Boxing (Electronic Arts for the 


IBM PC) is the most controversial 
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sports game published in 1991. Critical 
opinion is sharply divided about the 
use of polygon-fill graphics for human 
figures. Some gamers loathe the look, 
but even more think it's the most excit- 


ing way ever invented to present an ac- 


tion-packed boxing bout. 


Pro Tennis Tour 2 (UBI Soft for the 
Amiga and IBM PC) simulates big- 
time tennis in an attractive, highly 
playable format. It narrowly beat out 
several net rivals for an Honorable 
Mention, with excellent command 
control, authentic ambience and ease 


of operation. 


Best Action COMPUTER Gane 

The decline of the pure-action com- 
puter game, noted in VG&CE's Febru- 
ary 1991 “Best of the Year” analysis, 
gathered momentum during the last 12 
months. Cartridge games monopolize 
the market for reflex contests so effec- 
tively that software publishers shy 


away from the category. 


H 2 
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The top 1991 action contest is 
Arachnophobia (Disney Software for the 
Amiga, Commodore 64 and IBM PC), 


one of the most entertaining movie-to- 


computer licenses ever produced. 
Bluesky Software, the development 
house, captured the mood of the film to 
perfection 

The player battles the spider inva- 
sion from cities and towns all the way 
to the jungles of the Amazon. The IBM 
PC version is especially welcome, since 
there have been few outstanding arcade 
games for that system. This side-per- 
spective, hand-eye test is great looking, 
too. Some of the attacking spiders are 


positively creepy! 


HONORABLE MENTION 

RoboCop 2 (Data East for the Amiga 
and IBM PC) revises the classic side- 
scrolling video-game format to meet 
the needs of the computer-gaming en- 
vironment. The crook-catching cyborg 
must complete three missions which, 
together, present RoboCop's quest to 


stop the nefarious Cain. 


Best Science-Fiction/ FANTASY COMPUTER GAME 


Public demand has enlarged this im- 


portant category, introduced last year, 
to include fantasy as well as science fic- 
tion. That makes a tough decision for 
the judges even harder. Two-thirds of 
all computer games have at least a 
nominal connection with sci-fi or fan- 
tasy, so there’s no shortage of worthy 


candidates for this honor. 


Universal admiration for J.R.R. 
Tolkien’s The Lord of the Rings has in- 
spired dozens of nonelectronic and 
electronic games. The best one yet 
comes from those masters of adventure 
at Interplay Productions, The Lord of 


the Rings, Volume 1 (Interplay Produc- 
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tions for the Amiga and IBM PC). Play- 
ers fight Sauron and guard the One 
True Ring from the Dark Lord’s min- 
ions while journeying through 9,000 
screens of Middle Earth! It follows the 
sweep of the first book in the trilogy, 
The Fellowship of the Ring, without 
forcing gamers to duplicate the events 
of the novel. 

The top-down, full-screen VGA 
graphics are among the year's best, and 
the full musical score and digital sound 
effects make the audio just as special. 
The second game is already in prepara- 


tion, and true fantasy fans will be wait- 


ing at the stores to buy it. 


HONORABLE MENTION 
The best sci-fi computer game of the 


year, and a close second to the overall 


winner in this category, is Rise of the 
Dragon (Sierra On-Line for the IBM 
PC). This futuristic detective adven- 
ture, with overtones of Blade Runner, 
features an intelligent interface that 
presents the right cursor for every situ- 
ation. Outstanding graphics propel the 
player into the heart of a sometimes- 


frightening world of tomorrow. 


Simulators continue to fascinate 
computerists seeking vicarious thrills 
denied them in real life. They often 
boast the real-time excitement of an ar- 


cade game, but with the nuance and 
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strategy typical of the more cerebral 
contests. 

Ground and air simulators have 
dominated this award since its incep- 
tion, but this year’s champion, Harpoon 
(Three-Sixty Pacific for the IBM PC), 
takes the player to sea at the helm of a 
missile ship. This simulator has drawn 
favorable responses from naval officers 
with harpoon training, so what more 
needs to be said about its accuracy and 
detail? 
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The greatness of Harpoon's design is 


that it gives the essence of the experi- 


ence without swamping the player 
with a mass of boring details that add 
little or nothing to the experience. 
Three-Sixty could have packed even 
more information into Harpoon, but 


only at a great loss in playability. No 


one will ever accuse this of being a 
simple game, but Harpoon plays sur- 
prisingly fluidly, considering the com- 
plex situation it simulates. Scenario 
disks, available for separate purchase, 
extend the playlife of this absorbing 
and authentic simulator. 


HONORABLE MENTION 


There were several excellent flight 


simulators published in 1991, but 
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Megafortress (Three-Sixty Pacific for 
the IBM PC) is the only one that ex- 
pands the traditional flight simulator 
experience. The core simulator of a 
World War П bomber is very good, but 
it's the dramatic staging and cinematic 


make 


that 


graphics techniques 


Megafortress so exciting. 


Chuch Yeager's Advanced Combat 
Trainer (Electronic Arts for the IBM 
PC) rates an Honorable Mention as 
1991’s outstanding flight simulator, de- 
spite plenty of competition. EA's devel- 
opers continue to refine the original 
Chuck 


games with successively better audiovi- 


Yeager systems, producing 


sual effects. Not only does the combat 
simulator look great, but the choice of 


possible missions is one of the widest 


around, 


Best STRATEGY COMPUTER GAME 

The computer-software industry's 
first reaction to the video-game boom 
was to flood the market with fast-action 
computer games. Last year came the 
revelation that computerists don't nec- 
essarily want the same type of action 
on an IBM that gamers might want on a 
Genesis. 

Add in the success of strategy titles 
like SimCity, and the result is a strategy 
game boom! The more leisurely pace of 
play is well-suited to solitaire gaming, 
and strategy games are able to capital- 
ize on the superior degree of control 
possible with the keyboard. 

Shanghai II (Activision for the IBM 
PC) builds enjoyably on the one-time 
“Best Game of the Year” with addi- 


tional features such as multiple play- 


fields. The sequel is every bit as plea- 
surable to play as the original, and 
that’s enough to earn it the victors lau- 
rels. Among the most appealing new 
features is the choice of playfields. Just 
when the computer strategist starts get- 
ting cocky about the original, dragon- 
themed layout, a switch to an alterna- 
tive is just the thing to kick the 
challenge factor right back up there 
where it belongs! 


HONORABLE MENTION 
Ishido (Accolade for the IBM PC and 


Macintosh) was originally produced in 


a limited edition at a premium price, 
but Accolade has made it possible for 
all computer gamers to stretch their 
brains with this contemplative strategy 
game. Matching tile symbols in this dis- 
tant cousin of Shanghai can make hours 


melt like morning dew. 
E 


SimAnt (Maxis for the IBM PC and 
Macintosh) shows clearly that sequels 
don't necessarily have to be more 
grandiose than the original. After Sim- 
City and SimEarth, some folks ex- 
pected Maxis to market a program that 
put players in charge of a universe— 


or at least a galaxy. Instead, SimAnt 
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transports the computerist to the 
backyard of a suburban American 
home. The user must build an ant 
colony, protect it from ubiquitous ene- 
mies and help it expand into richer 
feeding grounds in this unorthodox 


strategic simulation. 


Best Miuitary-Stratecy COMPUTER GAME 

Several designers have tried to 
break away from the traditions set in 
concrete by nonelectronic military 
games. Lords of the Rising Sun and Uni- 
versal Military Simulator are examples 
of war games without the usual hex- 
grid map, square trooper counters and 
other trappings familiar to players of 
Avalon Hill, Game Designers Work- 


shop and SPI. 


The Lost Admiral (Quantum Quality 
Productions for the IBM PC) is the first 


title from this emerging publisher, but 


that didn’t keep this grand strategic war 
game from sailing away with the top 
prize. A high degree of replayability 
and one of the strongest solitaire mod- 
ules of any military simulation helps 
The Lost Admiral overcome the handi- 
cap of utilitarian graphics. 

Players spend “buy points” to con- 
struct a mix of nine ship types, and 
there’s no ideal combination of forces 
or every contingency. The naval strate- 
gist must use the special capabilities of 
each craft to orchestrate a winning 
plan, The Lost Admiral offers ten levels 
of difficulty and tracks the players 
progress from Seaman First Class to 
Admiral of the Fleet. 


The Lost Admiral may not please the 


hex-grid gamers as much as it will fans 
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of Risk and Empire, but this intelligent 
and deep simulation is a fresh breeze 
that pushes the long-stagnant naval war 
game category out of its longstanding 


doldrums. 


HONORABLE MENTION 

Innovation isn't everything, and an 
outstanding traditional war game like 
Second Front (SSI for the Amiga and 
IBM PC) shows that there's still an im- 
portant place for the hex-grid map and 
square unit counters. Gary Grigsby's 
detailed rendition of World War 115 
Eastern Front starts each player with 
over 150 divisions. The sweep of battle 


is awesome in this military simulation 


that belongs in every armchair general's 


collection. 


Best Сонротевігко Волво GAME 
Nonelectronic board games like 
Monopoly, Stratego and Clue have 
achieved considerable success with 
computerized editions, and no one 
knows how many systems electronic 


chess has sold. Now a new trend that 


is sure to delight fans of this type of 


family-social strategy contest may be 


starting. 


One to four human or robot players 
endure the crises of life in Jones in the 
Fast Lane (Sierra On-Line for the IBM 
PC), designed by Kelly Walker, Mered- 
ith Christopher and Robert Walker. 

The angled overhead perspective 


playfield confronts players with many 


of life’s major (and minor) choices. 
Should you go to school or get a job? 
Should you save time with processed 
foods or cook a wholesome meal from 
scratch. 

Like all the top computer-board 
games, Jones in the Fast Lane offers fea- 
tures that a paper game can’t match. Its 
pop-up data windows and VGA graph- 


ics give it maximum eye-appeal. 


HONORABLE MENTION 


Monopoly (Virgin Games for the 
Amiga, Atari ST, Commodore 64 and 
IBM PC) is the best of many attempts 
to transfer the Parker Brothers classic 
to the electronic-gaming environment. 
This multiplayer game has both an ex- 
cellent overview of the board and a 
well-animated close-up of the active 


player's current position. 


Best Астон / Ѕтвдтесу COMPUTER GANE 

No type of game has gained more 
enthusiastic acceptance among com- 
puterists than action-strategy contests. 
They are the computer-gaming equiva- 


lent of video-game shoot-em-ups, but 


with the kind of depth and strategic 
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scope that older, more sophisticated 
electronic gamers want. They tease the 
brain like a strategy contest and tax the 
reflexes like an arcade game. 

Lemmings (Psygnosis for the Amiga 
and IBM PC) features a remarkable 
concept implemented with cheery 
music and simple, evocative artwork. 
The publisher is famous for frenetic 
shooters, but Lemmings is cast in a dif- 
ferent, more cerebral mold. 

The line of lemmings that wends its 
way across the side-perspective play- 
field stops for no one. All the player 
can do is assign special characteristics 
to individual lemmings. The creatures 
use these abilities to negate dangers 
that would otherwise prevent them 
from crossing the entire playfield to 
safety. For example, the lemmings can 
build a bridge over a chasm or tunnel 
through an otherwise very impenetra- 
ble obstacle. 

The virtual impossibility of getting 
all the lemmings through this ordeal 
safely creates the strategic problems. 
The player knows that some of the 
critters must be sacrificed, but losing 
too many makes it impossible to 
achieve victory. The charming draw- 
ings give the player that necessary 
sense of loss when they scamper over 
a cliff instead of reaching the exit. Its 
excellent replayability aside, this com- 


puter game cries out for a sequel. 


HONORABLE MENTION 
Dino Wars (Digitek for the Amiga 
and IBM PC) took a long time to bring 
to market, but there’s little question 


that it is this publisher’s best computer 
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game to date. Prehistoric pandemo- 
nium reigns, as the mighty lizards we 
know from museum tours roar to life 
and battle savagely. There's also a lot of 
solid information about dinosaurs, but 
the ferocious fights help players swal- 


low this educational medicine without 


complaint. 
Thied marshal a 
MY the Riddermark, nephew 
of King Theoden. 
Becavie he openly 
colls tor war against 
Saruman, he hos fallen 
шо disfavor due fo 
the ploffiag of Grima, 
He is а loyal and 
Eomer brave commander, 


Riders of Rohan (Konami for the 
the 


ate, 


IBM PC) is an arcade adventure o 


type made famous by the 
lamented Cinemaware. Tolkien fans 
will enjoy the duel, archery and magic 
combat as they ride against the rene- 
gade wizard Saruman. Players conduct 
mass battles and one-to-one show- 
downs with user-friendly keyboard or 
mouse control. Konami rescued this 
game from potential oblivion when the 
original publisher exited the game 
business, and Middle Earth lovers will 


be eternally grateful. 


Best Apventure/ Rove-Piaving COMPUTER GAME 


Like a novice bicycle rider who is 


scared to leave the training wheels be- 
hind, a few publishers still cling to the 
outmoded “interactive fiction” technol- 
ogy. They continue to produce parser- 
driven adventures that rely more on an 
ability to guess the word that triggers a 
response than a flair for deductive rea- 
soning. 

Fortunately, most game makers 
have advanced to sophisticated inter- 
faces that use icons, menus and 
point-and-click systems. All are easier 
to learn and permit smoother play 
than the parser, with its extremely la- 
borious typing. 

By contrast, electronic role-playing 
games (RPGs) have stuck close to the 


tried-and-true computer RPG play-sys- 
tem, derived from TSR’s nonelectronic 
Dungeons & Dragons and perfected for 
the computer by Andrew Greenberg 
and Robert Woodhead’s Wizardry. 
Quite a few of 1991’s RPGs tried to re- 
define the interface, keeping some fa- 
miliar elements while introducing key- 
board-free control and interactive 
graphics. The D&D roots are still visi- 
ble, but developers are progressing to- 
ward role-playing games with mass- 
market appeal. 

Eye of the Beholder (Strategic Simula- 
tions for the Amiga and IBM PC), the 
Best Adventure/RPG of the Year, 
demonstrates the evolution of the cate- 
gory. It doesn't break completely with 
the past, but developer Westwood As- 
sociates has completely updated and re- 
fined the interface, heavied up on the 
audiovisual effects and revamped the 
main display. 

Something sinister is brewing in the 
sewers beneath the town of Waterdeep, 
and it's the player's mission to go down 
into the dank depths and stop the evil 


conspiracy. The gamer controls four 


player characters, plus two nonplayer 
characters (NPCs) with a point-and- 
click control scheme that keeps the 
focus on the world instead of the rules. 
Like almost all role-playing games, Eye 
of the Beholder offers a variety of char- 
acter classes, sentient races and special 
talents. 

Eye of the Beholder is the best title in 
SSI's Advanced Dungeons & Dragons 
line. Another chapter of the Legends 
saga is already in stores. 
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HONORABLE MENTION 

Police Quest III (Sierra On-Line for 
the IBM PC and Macintosh) is the lat- 
est and best adventure from the pen of 
Jim Walls, law enforcer turned game 
designer. The Death Angel is back in 
business, and it’s up to the player to 
track down the perpetrator of a grisly 
ritual murder. Great cinematic scenes, 
an identikit module that’s a game in it- 
self and authentic insight into police 
work are among this mystery's brag- 


ging points. 
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Martian Memorandum (Access Soft- 
ware for the Amiga and IBM PC) 
chronicles another case from the files 
of near-future sleuth Tex Murphy. It 
combines a first-person simulator with 
icon-driven adventuring to create a sci- 
ence-fiction masterpiece that tests both 
brain cells and finger muscles. The 
sound and graphics rate with gaming's 
best, so this is surely one of 199125 
“must-buy” disks. 


Best Sounn тн A COMPUTER Gane 

The rise of the IBM PC had the 
short-term effect of reducing the use of 
sound and music in computer games. 
Gamers’ anguished cries encouraged 
the development of a wide selection of 
sound boards. New ones like Ad Lib 
Gold and Sound Blaster Il have done 


for music, effects and speech what 
VGA did for graphics. Sound has be- 
come one of the five major compo- 
nents of game design, along with 
graphics, theme, play-mechanics and 
interface. 

Loom (Lucasfilm for the Amiga and 
IBM PC), an interactive fantasy adven- 
ture, makes imaginative use of sound. 
Succeeding brilliantly where the 
murky Dolphin's Rune failed, by inte- 
grating music into the play of the 
game, Loom is built around magical 
music phrases. Bobbin, the hero bard, 
sings the spells to work wonders in 
this breathtaking interactive-graphics 
fantasy adventure. The graphics are 
good enough to rate Loom considera- 
tion for an Honorable Mention in that 
category, so it's not surprising that it 
has very strongly influenced adventure 


design. 


Best GRAPHICS IN д Computer Game 
The visual presentation of home 
computer games took a major leap for- 
ward in the last 12 months. VGA 
graphics cards have achieved universal 
popularity, and the development 
houses have now geared up to exploit 

their enhanced visual capabilities. 
t was only a couple of years ago 
that computer artists became part of 
the implementation team on most com- 
puter-game projects. Now, it’s common 
to find a whole team of artists working 


on a major title, each operating within 


a specialty such as modeling, anima- 
tion, backgrounds or figure work. 

Hare Raising Havoc (Disney Software 
for the IBM PC) was developed by 
Bluesky, also responsible for the superb 
Arachnophobia. This cartoon-inspired 
eye-popper is one of the year’s genuine 
treats. 

Roger Rabbit is baby-sitting Baby 
Herman when, of course, the little ham 
escapes. Roger must move through a 


series of archetypical cartoon scenarios 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


in order to solve the kinetic puzzles 
leading to the rescue of the stogie- 
chomping infant toon. The graphics are 
phenomenal, a virtually interactive car- 
toon with all the wild and crazy effects 
one expects in a Roger Rabbit animated 


feature or short subject. 


HONORABLE MENTION 
Red Baron (Dynamix for the IBM 
PC) is the creation of Damon Slye, the 


designer of such all-time great games as 
Sky Fox, Arctic Fox and Stellar 7. This 
World War I dogfight simulator oozes 
class. Its strengths include user-friendly 
documentation, a simple interface and 
enough options to satisfy any sky 
jockey. The graphics will absolutely as- 
tonish even the most jaded gamers, and 
the flexibility of the program must im- 


press even computerphobes. 


Heart of China (Dynamix for the IBM 
PC) pulls gamers into its world of in- 


continued on page 109 
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editorial, the reviews in VG&CE 

should be used as informational 
guidelines, not as bottom-line “yes” 
or “no” votes to tell you whether a 
game is worth buying or not. Our writers 
are among the best in the video-game 
business, and you can always trust the 
opinions you read in these pages—but it’s 
up to you to arm yourself with as much 
knowledge as you can in order to make an 
informed decision as a consumer. 

That's easy for owners of the full-sized 
game systems, most of whom can walk 
into a nearby video store and rent games 
to see what they like. But it's not the same 
for portable gamers, who rarely get the 
opportunity to try games before they buy 
'em. That's something | keep in mind 
when | prepare this column each month. If 
Gaming on the Go happens to be your 
only source of Game Boy, Game Gear or 
Lynx information, l'Il try to make sure that 
it'S all you really need. Hope your batteries 
are charged up, ‘cause here we go.... 


Д: Andy Eddy pointed out іп а recent 


Awesome Golf 


ATARI 
For the Atari Lynx ($34.99) 


GRaPHics | 1234567 |910 


PiavasiLiny 12466 2 ә то 
overall 42345867 ә 10 

"Let's play Awesome Golf!" 
chirped the voice of Chipper the 
Chipmunk when I plugged in 
Atari's latest Lynx title. Hey, I’ve 
never been one known to turn 
down an invitation like that, so off 
| went... 

The game presents a pretty 
comprehensive golf experience, 
and, like Atari’s recent auto-racing 
hit, Checkered Flag, it allows the 
player to fine-tune the game to 
his or her liking by offering the 
chance to make adjustments to a 
wide range of variables. Three 
different courses are available, 
and you can choose from ten 
different characters (five of each 
gender) to approximate your own 
physical appearance on the 
screen. Wind can be adjusted or 
eliminated, golfers can be 
handicapped for multiplayer 
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GAMING 


| out the driving range. 


Awesome Golf, by 
Atari, for the Lynx. 


ComLynx contests and you can take 
practice shots on any hole or even check 


The game play is very satisfying. Hitting 


|the ball can be tricky—but not too 


tricky—and it flies and bounces in a 
realistic fashion. The animation of the 
golfers is very well done, and the Lynx's 
scaling abilities really shine when you 
zoom in and out of the map screen that 
appears before each hole. 

One of the most interesting things 
about Awesome Golf is the way the 
programmers were able to keep the game 
true to life, yet still retain enough subtle 
humor to make it fun. For example, if you 
bogey a hole, a silhouette of Humphrey 
Bogart appears in the circular information 
window—a birdie, of course, results in a 
similarly humorous response. And l'm not 
even going to try to explain how a 
deranged grounds keeper was able to visit 
golf courses on three different continents 
and carve Atari's "Fuji" logo into the 
riving range of each one! 

With its realistic graphics and wide range 
of options, Awesome Golf qualifies as one 
of the finest golf titles available for any of 
the cartridge-based video-game systems. 
Atari Corporation 
196 Borregas Ave. 

Sunnyvale, CA 94088-3427 
(408) 745-2000 


Blaster Master Boy 


SUNSOFT 

For the Nintendo Game Boy 
($27.95) 

GRAPHICS 12345 > ғ 


| have to admit that when | first popped 
this cartridge into my Game Boy | was a 
ittle disappointed that the game was not a 
downsized clone of Blaster Master, one of 
the finest available NES titles (and the 
eature on the cover of the very first issue of 
VG&CE). While it does resemble certain 
portions of the original, Blaster Master Boy 
strips the vehicle away from Jason, our 
helmeted hero, and converts Blaster 
Master's exploration sequences into a 
engthy, full-featured Bomberman variation. 
Here, Jason's adventure consists of little 
more than wandering through a world of 
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KICK BACK 


and relax, you’ve got a CH Products Controller! 


Xu -- -- 970 Park Center Drive | 
TWO 4 | Vista, California 92083 
(619) 598-2518 = 
To order: (800) 624-5604 ШШ 2777 
“”/ 


Made in USA 


- - з Available for Apple, Мас, IBM PC/PS2 
Flightstick™ Mach |™ and Mach II" and GameCard Ill Automatic" RollerMouse ™ and compatible computers. 
Mach | Plus™ Mach ll" батеСага ІІІ Automatic/MCA™ 


CIRCLE #142 ON READER SERVICE CARD. 


rocks, trees and evil mutants, and blasting 
his way from one area to the next. 

By far, the most outstanding feature of 
Blaster Master Boy is the game's pulsating 
stereo soundtrack. The visuals, too, are 
stylish—a surprising revelation when you 
consider the fact that most of the game's 
graphic elements must be laid out in grids 
of 16 x 16 pixel squares. In fact, Nintendo 
asked Sunsoft to change the appearance 


"MP IW. 
»o 9 


of one of the game's boss characters—it 
was a case of the graphics being a little bit 
too graphic. 

Even though Bomberman has never 
caught on in the United States the way it 
has in Japan, there's still a lot to be said for 
the basic premise of the game's design. It 
should be noted that a Game Boy version 


of this classic has already appeared as | 


Atomic Punk from Hudson Soft, creators of 
Bomberman. And, while Atomic Punk took 
the original Bomberman and combined it 
with a slick, updated version of the game in 
the same cartridge, Blaster Master Boy 
carries the concept one step further. Both of 
these games are entertaining, but they're 
similar enough to prevent me from 
recommending one over the other. 

Sunsoft 

11165 Knott Ave. 

Cypress, CA 90630 

(714) 891-4500 


Super Golf 
SAGE'S CREATION 
For the Sega Game Gear ($34.45) 


Unlike a growing number of golf video 
games, Super Golf doesn't really give a 
hoot about realism, accurate details or 
complex control options. It doesn't appear 
to be aimed at kids, but I'd have to say that 
they're the ones who will enjoy it most. 


When creating your on-screen surrogate Ё 


golfer, you'll have four characters to choose 
from: a mohawked bodybuilder, a dark- 
haired girl, a winking blonde and a smug, 
Alex Trebek look-alike. You can pick a name 
of five characters or less and balance your 
skills between categories such as "power," 
"control" or "lucky." Choosing a caddie is 
the next step—there are four available, and 
each one has the ability to offer expert 
advice in different areas of your game. 
After you tee off on the first hole, it 
quickly becomes apparent that there's not 
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Sunsoft's Blaster 
Master Boy for the 


Game Boy. 


Super Golf, by Sage's 
Creation, for the Game 
Gear. 


| ma 


much skill involved in playing Super Golf. 
In attempting to simulate the assistance of 
a knowledgeable caddie, the computer 
sets up every single shot. It picks a club for 
you, positions your golfer, lines up the 
path of the ball—all you have to do is 
control the amount of power you put into 
each swing. You can make adjustments to 
any of these variables, but it's not 
uncommon to brainlessly birdie half of the 
course's 18 holes without ever changing 
the default conditions that the computer 
has prepared for you. 
Though it should be said that the 
characters and caddies give the game 
more personality than most golf titles, 
Super Golf's lightweight game play 
can't compare to that of Sega's own 
Game Gear golf simulator, World Class 
Leaderboard. Bright colors and an easy- 
on-the-ears stereo soundtrack make for 
a relaxing game, but it's not quite 
challenging enough to captivate anyone 
who has more than a passing interest in 
the game of golf as it is played in the 
real world. 
Sage's Creation Inc. 
12062 Valley View St., Suite 250 
Garden Grove, CA 92645 
(714) 893-0309 


Teenage Mutant Ninja 
Turtles ІІ--ВасК From 
the Sewers 


KONAMI 
For the Nintendo Game Boy (N/A) 


I'm a little surprised that the Turtles’ 
newest video-game adventure is taking 
place on the Game Boy instead of on the 
Super NES or the Genesis. Fortunately, 
this portable powerhouse packs enough 
punch to keep us occupied while we're 
waiting for the half-shelled heroes to 
e their 16-bit debut. 

Considering the fact that the characters 
in Back From the Sewers are larger than 
those in the Turtles' first Game Boy title, 


į Fall of the Foot Clan, it's a bit of a surprise 


to find that the Turtles themselves don't 
have as much personality this time 
around. Hampered by stiff animation, they 
stroll through each round as if Master 
Splinter has just finished teaching them 
the finer points of that all-important Ninja 
skill: the art of good posture. 
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This weak point aside, the Е 
beautifully drawn background 
graphics nearly steal the show. 
This is Konami/Ultra's first two- 
megabit Game Boy title, and the 
extra memory must have gone 
into the scrolling scenery—the 
details practically leap out at you. 
Along with  Acclaim's Bart 
Simpson's Escape From Camp 
Deadly, it's one of the first Game 
Boy titles to include digitized speech. 
(The guys yell “Cowabunga!” before 
each level and "Pizza time!" when the 
game is paused.) 

Perhaps the most damaging thing | 
can say about Back From the Sewers is 
that it doesn't break any new ground as a 
video game. It's another scrolling beat- 
the-boss fighting exercise, but it is a 
pretty fine example of that genre, and the 
popularity of the main characters can 
only help. If you're not bothered by the 
lack of originality, then you'll probably 
get a kick out of this one—a big, green, 
two-toed Ninja kick, that is. 

Konami Inc. 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 
(708) 215-5100 


Terminator 2: 
Judgment Day 


LIN 
For the Nintendo Game Boy 
($27.95) 


7 
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overa = 1.2.3 4 5 о гә 10 
It’s tough to write about a game that’s 
based on a hit movie without using the 
phrase “based on the hit movie” in the 
very first sentence. Alas, LJN's 
Terminator 2: Judgment Day is...well, it's 
based on the hit movie. So what did you 
expect? Hemingway? 
With a plot that approximates that of 
the film, the player assumes the role of 
futuristic freedom fighter John Connor. 
You'll blast your way through a war 
zone, then infiltrate the stronghold of the 
superpowerful SKYNET computer. 
These scrolling run-and-shoot 
scenarios are followed by a neat puzzle- 
game sequence that simulates the repro- 
gramming of a T-800 Terminator, a 
humanoid killing machine. Once the T- 
800's circuits have been ordered to protect 
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Konami’s Teenage 
Mutant Ninja Turtles 
II—Back From the 
Sewers for the Game 
Boy. 


Terminator 2: 


Judgment Day, by LJN, 
for the Game Boy. 


Connor instead of kill him, the rest of the 
game lets you control the Terminator itself 
as it travels through time, shooting at 
everything in sight and ultimately altering 
the course of events that caused global 
warfare in the year 1997. 

Sound confusing? It is, a little—but the 
manual does a good job of tying the game's 
six levels into a coherent plot. Information 
boxes can also be found on occasion; touch 
one of these and your mom—sorry, | mean 
Sarah Connor—will appear on the screen 
and explain what you're supposed to be 
doing. The only thing that isn't explained is 
why some of the music in Terminator 2 is so 
similar to the soundtrack of Bullet-Proof's 
Faceball 2000. 

The game play is interesting and 
varied, despite a touch of the Turrican 
syndrome: You don't always notice when 
your character has been hit. And the 
graphics are very good—almost too 
good in some cases. Certain levels have 
so many things happening on the screen 
that it's hard to focus on your objective. 
There are devices that allow you to play 
Game Boy cartridges on a full-sized TV 
screen; if they ever make them available 
to the public, Terminator 2 is one of the 
first titles I'd want to look at. 

LJN Ltd. 

1 Spring St. 

Oyster Bay, NY 11771 
(516) 922-2400 


Tournament Cyberball 
ATARI 
For the Atari Lynx ($39.99) 


In another decent conversion of a 
popular Atari Games coin-op machine, 
Tournament Cyberball shows what we 
might expect football to be like in the 
next century. Robot players, a lack of 
penalties and an exploding pigskin are all 
part of the fun, and coaches can even buy 
more advanced robots to upgrade their 
team in the middle of a game. 

Though the graphics, sounds and 
game play are all satisfactory, | have a 
serious problem with the collision 
detection in Tournament Cyberball—one | 
didn't expect to see, considering the fact 
that there are only seven players on each 
team and most of them are only ten or 12 
pixels high. Since the game uses an 
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angled perspective looking 
down on the field, a robot will 
often overlap another player 
that is positioned just behind it 
on the screen. Yet, when 
you're trying to get away from 
a defender who is chasing you 
up the field, if one lousy pixel 
of that defensive back's head 
should overlap the shadow 
beneath your player, the play 
is called dead with a harsh 
"clang!"—and sometimes it's 
quite obvious that your player 
has not even been touched. 

Part of the reason for these 
screwy laws of physics may lie 
in the game's two-player mode, 
which allows you to use the § 
ComLynx cable to give each 
player a view from his end zone. 
Because the program must keep 
track of two different view- 
points, these "phantom tackles" may 
represent the fact that the other 
viewpoint—unseen in a one-player 
game—does indeed show that contact 
has been made. 

Of course, complaints like these will be 
considered pretty insignificant by some 
players; heck, if you're good enough, 
you'll learn how to exploit this quirk on 
defense. Though it's probably going to be 
more of a hit with fans of the arcade 
version than with those who have never 
seen the original, Tournament Cyberball 
is a welcome addition to a Lynx library 
that has been thin in the area of sports 
titles for too long. 

Atari Corporation 

1196 Borregas Ave. 
Sunnyvale, CA 94088-3427 
(408) 745-2000 


Sonic the Hedgehog 
SEGA 
For the Sega Game Gear ($39.95) 


1234567 з Що 


GRAPHICS 


Almost every video-game journalist in 
the world has been known to sing the 
praises of Sega's flagship Genesis title, 
Sonic the Hedgehog. When | reviewed 
the game for the June 1991 issue of 
VG&CE, | went so far as to suggest that 
Sega pull all their copies of Altered Beast 
and include Sonic with the Genesis 


94 * FEBRUARY 1992 


LL 


COOL 


Atari's Tournament 


Cyberball for the Lynx. 


Sega's Sonic the 
Hedgehog for the 
Game Gear. 


4 colors in the 
{ and you'll know that this is one Super 


system instead—and look what 
happened! (Hmmm...come to think of it, 
why haven't we seen a Game Gear 
version of Altered Beast yet? But | 
digress.) 

For the past few weeks, I’ve been 
enjoying Sonic's brilliant colors and high- 
speed quest for Dr. Robotnik all over 
again; but this time I’ve been doing it on 
the bus, on my front porch and even in 
the bathroom. The Game Gear does a 
great job of showcasing this mini- 
masterpiece, wit incredibly lush 
graphics and plenty of hidden bonuses. It 
even includes some things that were not 
featured in the Genesis version, like map 
screens and a series of huge pinball-style 
bonus rooms. One look at the evocative 
“underwater” sequences 


Mario clone that’s strong enough to 
shake off that label and stand on its own. 
| hate to spoil a surprise, but the game 
opens with a very special title screen. 
Instead of centering the familiar Sega 
logo on a light blue background, our 
favorite hedgehog appears in a field of 
brilliant white. He quickly “paints” a 
huge Sega logo in navy blue, then hops 
back across the letters and takes his 
place next to the "S" as a chorus of 
digitized voices sings out "Saaay-gaaa!" 
A nice touch; unfortunately, a source at 
Sega says that this introduction will not 
appear in any other Game Gear title. 
Even before the game starts, it's 
obvious that Sega has pulled out all the 
stops on this one; the Game Gear 
version of Sonic the Hedgehog includes 
everything but the kitchen sink. (Heck, it 
wouldn't even surprise me if there was a 
kitchen sink in there somewhere!) If not 
for the lack of multiplane scrolling and 
the lesser sound quality, it'd be nearly 
indistinguishable from the Genesis 
version. As it is, it's the finest Game Gear 
title l've played yet. 
Sega of America Inc. 
130 Shoreline Drive 
Redwood City, CA 94065 
(415) 508-2800 


the most reliable information about the 

portable-gaming scene, we're looking 
at different ways to bring you news, 
reviews and previews of the latest 
portable products. Reader feedback is 
always welcome. Send your comments 
and suggestions to VIDEOGAMES & 
COMPUTER ENTERTAINMENT, Attn: Gaming on 
the Go, 9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210. 5 


| keeping with our efforts to bring you 
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THE ACTION GAME 


i ather 


ТМ and © 1991 Paramount Pictures. 
All rights reserved. 
The GODFATHER is a registered 
trademark of Paramount Pictures. 
U.S. Gold Authorised User. 


Available for 
Amiga, PC (VGA) 


Screen shots are only intended to be 
illustrative of the gameplay and not 
the screen graphics which vary 
considerably between different formats 
in quality and appearance and are 
subject to the computers specifications 


AParamount Communications Company 


Suit 200, San Jose, CA 95128 Tel: (408) 246 6607 


To order see your local retailer or call 1-800-245-7744 
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StarBlade 


Namco 


Many years ago, the United Fed- 
eration received a message from 
the Empire. The message de- 
manded the Federation surrender or 
the Federation’s home planet, 
Mother Planet, would be destroyed. 
The message was ignored by the 
Federation—that is, until the mecha- 
nized planet Red Eye and its mas- 
sive squadrons of starships ap- 
peared. At the gunner controls of 
one of the finest starfighters in the 
galaxy, the FX-01 Geosword, your 
mission is to penetrate the enemy 
lines and completely obliterate Red 
Eye by destroying its core, known 
as Octopus. 

StarBlade, by Namco, uses 3-D 
polygon graphics and controls that 
are similar to the ones found on the 
Atari classic, Star Wars. On screen, 
you'll see the laser-gun sight that 
you'll use to guide the beams to the 
target. The laser beams are similar 
to the ones found in Stee/ Gunner, 
but, instead of appearing to be part 
of the gun, they appear more on- 
screen. In the bottom-left portion of 
the screen is a shield gauge that will 
decrease with each hit you take. Fi- 
nally, on the bottom-right side of the 
screen is the calculated distance 
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Namco's StarBlade uses polygon 
graphics and controls similar to 
Atari's classic, Star Wars. 


you've traveled and how much dis- 
tance is remaining before reaching 
Red Eye. 

There are actually three stages to 
the game. Your first objective is de- 
stroying Red Eye. Once it's out of 
the way, you encounter the large 
battleship ІсеВегд. In the final 
stage, you have a confrontation 
with the enemy command ship, 
which has been dogging you since 
shortly after you put your quarter in 
the machine. 

Since you're the gunner on the 
Geosword, your main concern is to 
blast all the enemies that fly by. 
Most of the enemies you'll en- 
counter dart about the screen 
faster than a water bug in a pond, 
making it somewhat difficult to hit 
them. The way the game is de- 
signed, including the weaving in 
and out of the larger craft, you're 
given a sense of realism not 
experienced by playing most 
games of this type. It's as if you're 
actually looking through a port- 
hole in the ship as you pass an 
enemy tower. This could also be 
due to the front glass, which mag- 
nifies the screen and curves it to 


'create some neat effects. Other 


features include quadraphonic 
sound, for clear, crisp explosions 
and a cockpit that vibrates when 
you're hit. 
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GAME DUDE 


Nintendo 


TITLE BUY/SELL 
Adventure Island ll. 17/33 
Adventure of Lolo lll. 18/37 
American Gladiators 16/34 
Bandit Kings Of China 14/29 
Baseball Simulator 10/24 
Bases Loaded IlI 16/34 
Basewars 14/32 
Battle Toads 20/44 
BeetleJuice 10/25 
Bill & Ted's Adventure 15/32| 
Bo Jackson Baseball 15/34 
Bubble Bobble 12/27 
Bug's B'day Blowout 14/28 
Bug's Crazy Castle 12/29 
Captain Planet 15/34 
Chessmaster 10/29 
Darkman 15/30 
Dreamin’ Davey 17/37 
Desert Tank Force 12/30! 
Double Dragon Ill — 10/25| 
Or. Mario 8/25 


Family Feud 12/33 
Faria 12/27 
Flight Of The Intruder 18/35 
Frankenstein 12/34 
G.I. Joe 15/35 
Ghengis Kahn 12/29 
Gladiators 12/27 
Gremlins II 10/29) 
Gun Nac 12/29 
Harlem Globetrotters 15/30 
High Speed 17/35 


1. Jones Last Crusade 
J. Chan's Kung Fu 
Jeopardy Silver Ed 
Kid Kool 


14/34 
12/35 
15/30 
10/25 


Kiwi Kraze 12/35 
Klash Ball 14/31 
Klax 14/29 


Krazy Kreatures 
Krion Conquest 
Laser Invasion 


13/26 
12/24) 
16/34 


Last Ninja 10/24 
Little Mermaid 15/30 
Little Nemo 10/24 


Little People Bowling 
Lone Ranger 

Magic Darts 
Mechanoids 
Megaman 3 

Mendel Palace 
Metal Fighter 

Metal Mech 
Millipede 

Mission XX 
Monopoly 

Monster Truck Rally 
MS. Pacman 
Muppet Adventure 
MVP Baseball 
Nascar Challenge 
NES Open Tour. Golf 
Ninja Gaiden III 


12/30 


12/34 
16/32| 
19/40] 


Nobunagas Amb. П 17/39 
North & South 10/25 
Pacmania 10/24 
Password 12/35 
Pebble Beach Golf 12/24 
Perfect Fit 12/30 
Peter Pan 10/27 
Pirates! 15/37 


Below Is A Partial г. 


Nintendo 


Power Blat 

Price is Right 
Princess Tomato 
Qix 

Quantum Fighter 
Rad Racer ЇЇ 
Rainbow Islands 
Rally Bike 
Rastan 

RBI Baseball III 
Ring King (P) 
Rockin’ Kats 
Robo Cop 2 
Rocketeer 

Roller Games 
Romance 3 Kings II 
Secret Warriors 
Shinobi 

Side Pocket 

Silk Worm 

Silver Surfer 
Simpson's 

Skull & Crossbones 
Smash TV 
Spot: The 7 
Star Tropics 
Super Jeopardy! 
Super Mario Bros 3 
Super Off Road 
Super Sprint 
Superman 

Teen Ninja Turtles II 
Terminator 

Tetris by Nintendo 
Times Of Lore 
Touchdown Fever 
Trog 

Twin Cobra 

Twin Eagle 

Tune Up Rally 
Ultima ll, Avatar 
Uninvited 

Vegas Dream 
Where's Waldo? 
Where/Time/Carmen 


Up Game 1 


Whomp Em 
Wizardry 2/2 

Wolverine 15/32 
Zombie Nation 8/39 


Big Run 
Bombuzza 
Castlevania IV 


7| Gdleen (RPG) 


Goeman 


7 | Gundam F91 


Jerry Boy 
Pro Soccer 
SD Dodge Ball 

SD Gun Dam 

Super E.D.F 

Sup. Ghouls n Ghosts 25/60 
Super Tennis 30/7 
Y's lll 20/55| 


handling of $5.00 per shipment plus $1.00 per game if 


game to Alaska/Hawaii, $8.50 plus 
We accept checks, money orders or credit cards (Visa, Mast 


No COD's. Sales Tax 


ship your order. Personal checks with PO Box address: 


shipped within 24 hours by UPS 2nd Day Air, if merc! 


an 


2| Abrams Battle Tank 


5| Crossfire 


7| John Madden Football1 5, 


7| Marvel Land 


Listing 


Genesis 


Mega Drive Converter 
688 Attack Sub 22145 
18/36 
Alien Storm 

Arcus Odyssey 
Batman 

Bimini Run 
Bonanza Brothers 
B. Douglas Boxing 
Castle Of Illusion 
Centurion 


15/30 
10/24 
21/42 


Dark Castle 
DecapAttack 
Dino Land 
Fantasia 
Fatal Rewind 
Faery Tale Adventure 10/29) 
Gain Ground 14/32 
Gaiares 21/43 
Hard Ball 17/39 
Hell Fire. 12/81 
Immortal 
Jewel Maste 


Joe Montana Football 11/24 


Ka Ge Ki 
Lakers vs Celtics 


Midnight Resistance 
Might & Magic 

Mike Ditka Football 
Ms. Pacman 
Musha 

NHL Hockey 
OutRun 

PGA Golf 

Phantasy Star III 
Powerball 


20/44 
14/31 
19/39 


Road Rash 
Saint Sword 15) 
Shadow of the Beast 20/45 
Shining In Darkness 25/50 


Sonic The Hedgehog 10/32 


Speedball 2 17/35 
Spiderman 22/42 
Star Control 20/45 


Starflight 

Streets Of Rage 
Street Smart 
Strider 

Super Monaco GP 
uper Volleyball 
Sword Of Vermillion 
Thunder Force IIl 
Thunder Fox 18/38 
Toe Jam & Earl 19/39 
Trouble Shooter 16/33 
Turrican 18/38 
Ultimate Qix 15/33 
Valis 111 20/43 
Vapor Trail 20/44 
Warrior Of Rome 1687 


15/36 
12/25 


Wings Of Wor 


include cost for game(s) 


15.00 plus $3.00 per 
rd, Di: 


will be held 2 weeks to clear 
lise is 


Altered Space 
Batman 
attle Bull 


7| Battle Unit Zeoth 


Bill & Ted's Adventure 


Blades Of Steel 
Bo Jackson, 2 In 1 
Boxxle 

Bubble Bobble 
Burgertime Deluxe 
Castlevania Il 


227 Ceasars Palace 


Choplifter Il 

igon's Lair 
Duck Tales 
Extra Bases 
Final Fantasy Leg. Il 
F1 Race (w/Link) 
Game Of Harmony 
Ghost Busters II 
Gogo Tank 


Home Alone 


Hunt For Red October 


In Your Face 
Jeopardy 

Klax 

Kung Fu Master 
Malibu Beach У.Ва! 
Megaman 


Mickey's Dang. Chase 


Mysterium 


6| Navy Seals 


NBA All Star 
Ninja Boy 


Nobunaga's Ambition 


North & South 
Operation C 

Pac Man 
Paperboy 

Pipe Dream 
Princess Blobette 
Punisher 

R-Type 

Rolans Curse 
Serpent 

Side Pocket 
Sneaky Snake 


Snoopys Magic Show 


Solomon's Club 


Spud's Adventure 
Super Scrabble 
Sword Of Hope 
Tail Gator 
Tasmania Story 
Tecmo Bowl 


оообооообоов-ооосо 


Teenage Ninja Turtles 9/20 


Tour de Thrash 
Volleyball 

Wheel Of Fortune 
Worid Bowling 
World Boxing 
WWF Superstars 


plus postage and 


lipped to the continental US, $8.50 plus $1.00 рег 
$1.00 per game to Canad 


California residents please include 8.25%. Your credit card is not cha 


Most order 


in stock and there is a street address. 


SALES POLICY - All used games are guaranteed 30 days from ship date. All defective games can only be 
exchanged for the same title game. No refunds, credits, or exchanges. We make no guarantee for product 
performance. Once your order is placed it cannot be changed without authorization. Please send your games 
via UPS or Insured Parcel Post. We are not responsible for the safe receipt of your games. A check will be 


sent to you within 48 hours after receiving and t 
instructions, boxes, and slipcases. Please call us fo: 


ng your games. Dedu 


ions will be made for missing 
information about the deductions. NOTE: Due to a 3 


month lead time to place this ad, supply and demand, the availability of these games and prices are subject 
to change without notice. To guarantee a price call and get an authorization number. Without an authorization 
number the price will be determined on the day we receive your order or games. Authori 
good for a week after you recieve them. We are not responsible for typographical errors. We reserve the right 
to refuse any purchase or sale. Nintendo is a registered trademark of Nintendo Of America Inc., Genesis is| 
a registered trademark of Sega Enterprises Inc., and Turbo Grafx-16 is a registered trademark of NEC, Lynx 
is a registered trademark of Atari Corp., Neo Geo is a registered trademark of SNK Home Entertainment Inc. 


tion numbers are 


8/19) 


7| Fantasy Zone 


9} Sin 


3l Yo' Bro 


Largest Selection Of Games Anywhere! 


We Deal In All 
Video Games 


PC Engine Converter 
Aero В! 

Battle Royale 
Bloody Wolf 
Bomberman 
Bonk's Adventure 
Bonk's Revenge 
Boxy Boy 
Bravoman 
Chew-Man-Fu 
China Warrior 
Crater Maze 
Cybercore 

Deep Blue 
Devil's Crush 
Double Dungeon 


6| Dragon's Curse 


Drop Off 
Dungeon Explorer 


Fighting Street (CD) 
Final Lap Twin 

Final Zone Il (CD) 
Impossamole 

JB Harrold Club (CD) 
J.J. and Jeff 

King Of Casino 

Klax 

Last Alert (CD) 
Legendary Axe 
Legendary Axe II 
Mag. Dino. Tour (CD) 
Military Madness 
Monster Lair (CD) 


9| Moto Roader 


Neutopia 
Nicklaus Turbo Golf 


Parasol Stars 
Power Golf 


Silent Debuggers 
tron 


19/39 
10/24 


Sonic Spike 7/19 
Space Harrier 818 
Splatter House 10/21 
Super Star Soldier 14/39 
10/25} 
21/42| 


Taking It To The Hoop 5/12 
Tiger Road 


2| Timeball 


Tricky Kick 

TV Sports Basketball 17/38| 
TV Sports Football 16/37 
TV Sports Hockey 16/36 
Valis Il (CD) 8/24 
Veigus: Tactical Glad. 12/2 
Victory Run 8 
Vigilante 8 
World Class Baseball 
World Court Tennis 

Y's Book | & II (CD) 

Y's Book Ill (CD; 


39| Twin Hawk 


| Power League 4 


7| Super Sys. Card 3.0 


Call To Order (818) 764-2442 


TO ORDER - Before ordering call for current prices. Plea: 


Bare Knuckle 
Curse 

Dando 
Dangerous Seed 
Devils Crash 
Devil Hunter Yoko 
Elemental Master 
EI Viento 

Fastest 1 

Fire Mustang 
Galaxy Force 11 
Kabuki 

Ма На! 
Master Of Weapon 
Mega Panel 

Merc 

Power League IV 
Rainbow Island 


7| Ring Side Angel 


Runark 

Spaceship Gomola 
Super League 91 
Thunder Fox 


Twin Tiger 
Verytex 9 
Wonderboy V - MW III 18/44. 


Avenger (CD) 

Blue Blink 

Burning Anger 
Circus Lido 

Cyber Combat Police 
Darius + 

Dead Moon 

Dragon Ego! 


Golden Axe (CD) 
Gradius 


Hit The Ice 
L Dis 
Magical Chase 
Manhole (CD) 
Neutopia II 

New Zealand Story 
Operation Wolf 
Power Gate 


PrincePersia(Sup.CD) 
Rayxenber Il (CD) 
Side Arms Spec. (CD) 16/35 
Super Darius (CD) 14/34 
Super Star Soldier 15/39 
20/60 
17/45 
20/52 
20/45 
7/45 
7/44 
20/46 
20/50 


Violent Soldier 
XZR 

Yaksa 

Ziria (CD) 


2| Woody Pop 


Sega Master Converter. 38 
Ax Battler (JAP) 12/26 
Castle Of Illusion 12/24 
Dragon Crystal 10/20 
Galaga 12/24 
Head Buster (JAP) 15/31 
Joe Montana Football 13/27 
Leaderboard Golf 15/30 
Ninja Gaiden (JAP) 12/24 
Pac Man 10/22 
RevengeofDrancon 6/17 
Shinobi 10/28 
Slider 12/24 
Solitaire Poker 14/28 
11/22 


Neo Geo 


Alpha Mission II 

Baseball S| 

Blue's Journey 

Burning Fight 

Crossed Swords 

Ghost Pilots 

Joy Joy Kid 

King Of Monsters 

League Bowling 

Riding Hero 

Sengoku 

Sup. Baseball 2020 55/120 
Top Players Golf _ 55/120 


BlockOut 
Checkered Flag 
Klax 

Ms. Pacman 
Ninja Gaiden 
Pacland 

Road Blasters 
Robo-Squash 


Shanghai 
Turbo Sub 
Warbirds 


4| Actraiser 


Drakkhen 


=| F-Zero 


Final Fantasy Il 

Final Fight 

Gradius IIl 

Hole In One Golf 
HyperZone 

Pilot Wings 

Populous 

Super Bases Loaded 20/42 
Sim City 20/42 
Super R-Type 20/42 
True Golf- Waialae 22/47 
Ultraman 20/42 
UN Squadron 20/42 
Game Dude will be 


stocking all Super NES 
games as they come out! 


you buy 


GET OUR NEWS LETTER FREE! 


Call or write for a FREE price list of all 
games and systems. Stop in at our retail 
store to try out games and systems before 
Rentals are available for all 
games & systems at our retail store. 


І Walk-In customers or UPS Delivery: 
І 12104 Sherman Way, М. Hollywood, СА 91605 


CIRCLE #144 ОМ READER SERVICE CARD. 


To Order 
CALL NOW! 


(818) 764-244: 
Mon-Sat 9-5 PST 


Sun 10-5 PST 


Send For 
News Letter: 


Game Dude 


I 


О. Box 8325VG 


Van Nuys, CA 91409 


SUPREMACY 


ЖЖЖЖ 


Challenge of the 
New World Order 


Meet the challenge of the new world 
order - where the threats are global 
and the struggle endless. 

You lead one of the world's six 
superpower blocks to its rightful des- 
tiny - world domination. Shrewdly use 
your diplomatic skills to mislead foes 
and to keep allies loyal. 

Plan and prepare for war. Flex your 
economic muscle by building armies 
and navies, then make airborne and 
amphibious assaults on distant lands. 
By word and by deed your reputation 
will spread across the globe. 

There is danger however - nukes - 
they cast the chill of the Cold War. Soon 
the world becomes a nuclear mine field 
— be careful where you tread. 


Supremacy is available at better hobby 
and game stores throughout the USA. 


To order the Supremacy board game send 
$44.95 plus $3.00 shipping and handling to: 


Supremacy Games Inc., 135 Statler Towers, 
Buffalo NY 14202 


My Cheque C or Money Order O is enclosed 


Please Print 


Nome 


Address 


City State/Province 


Country Zip/Postal Code 


Please allow 2 to 4 weeks for delivery. 


CIRCLE #145 ON READER SERVICE CARD. 
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ШИ 


The War of 1999 is only a few 
hours old when reporters at the 
scene begin to mysteriously disap- 
pear. The top on-air reporter, Candy 
Blitzer, is in the middle of reporting 
on the war and about to divulge the 
identity of the person responsible 
for the war correspondents’ disap- 
pearances when suddenly a large, 
unidentified purple hand appears 
and quickly pulls her off-screen. The 
world is left staring at television 
snow with the word CENSORED 
stamped across the screen, and be- 
fore you can say “Dan Rather,” the 
network switches to government 
headquarters. 

Here, we find General Schwarzen- 
powell looking at a monitor showing 
a detailed map of Kookistan and the 
various points of attack that have 
taken place. After a few moments of 
silence, General Schwarzenpowell 
turns and yells “Call in the Dooms- 
day Squad!” The world now knows 
of the general’s decision and can 
only wait for the outcome. Back at 
headquarters, Captain Carnage and 
Major Mayhem aren't content to sit 
back idle, for they are the Doomsday 
Squad, and they’re ready for action. 
Yet, it won't be easy to topple Gen- 
eral Akhboob’s Million-Man Army 
and his evil mutant experiments 
without using every map, secret 
code, special warp and all the in- 
credible firepower at the Doomsday 
Squad's disposal. 

Total Carnage is a two-joystick 
game from the makers of Robotron 
2084 and Smash TV. In fact, the 
dual joystick controls that allow you 
to move in one direction while firing 
in another and the format of a sin- 
gle game play screen where you 
must destroy all the enemies be- 
fore moving to the next room or 


A SINISTER PLOT BY 
AL AKMBCOB 


ifter The War Of 1999, Reporters 
Swarmed Into The War Zone 


screen may look familiar to those of 
you who have played the other 
games. One added feature is a 
bomb button that detonates a mas- 
sive wave of destruction across the 
entire screen. ж 
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OW THE POWER TO FIGHT BACK... 
ane RETE 
ACTION 


"CARTRIDGQGIE 


О 2 

R Tj кше], 00 
© “е | ешт 

/F "issues adi 

/u EU ШЕ 


grmenm 
9 ozmzm 


YES WITH THE N Es 


ЙЕТІОМ REPLAY CARTRIDGE a? 
VOUNCAN NOW PLAY YOUR FAVOURITE 
GAMESTO DESTRUCTION! 


infinite lives, unlimited energy, 
extra fuel/ammo. Become invincible 


We WILL 


IN | e т 931 S. R.434, SUI 225, ALTAMONTE енча; FLORIDA 32714. 
| / SHIPPING ANO HAMDEN LEO CANA 
A2 -' mE ALL GOODS SHIPPED 2ndDAY AIR UF um 
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Pepulous ЇЇ 


ELECTRONIC ARTS 
Version Previewed: Amiga 


Bullfrog’s incredibly popular action-strat- 
egy game is going to have a sequel. The ex- 
tremely tentative version evaluated by 
VG&CE's corps of computer editors leaves 
many questions about the game unan- 
swered, yet the early indications are excep- 
tionally encouraging. 


Populous II, like its predecessor, puts the 
gamer in the world-building business. А anticipated sequel Бу 


point-and-click command control scheme, Bullfrog, is currently under 


based on the rows of icons along two development. 
edges of the main display, lets the comput- 
erist interact with the planet's ever-chang- 
ing environmental and societal conditions. 
At this stage in its development, Popu- 
lous ll is chiefly notable for the tremen- 
dous improvement in the graphics and an- 
imation. All the artwork is cleaner, larger 
and more detailed than in the first Popu- 
lous. Another significant improvement is 
that the color selection for the many on- 
screen objects makes them much easier to 
distinguish when they overlap. 
—Bill Kunkel А 
Electronic Arts Patton Strikes 
1450 Fashion Island Blvd. Back uses an 


historical 
San Mateo, CA 94404 " : 
(415) 572-ARTS Information 


data base that 
allows gamers 
to research 
weapons, tactics 
and other items. 


Patton Strikes Back 


BRODERBUND 
Version Previewed: Macintosh 


The inimitable Chris Crawford returns 
to his old stomping grounds—war gam- 
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Populous ПІ, the much- 


ing—with this solitaire simulation. Gamers 
can show their skill on either side of one of 
the most controversial campaigns of 
World War Il: Hitler's final great offensive 
to blunt the rapidly advancing Allied 
armies and the counterattack led by Gen- 
eral George S. Patton. Many simulations 
have concentrated on the German attempt 
to break through, but Patton Strikes Back 
also focuses on the attempt to reduce the 
German bulge that bent, but did not break, 
the Allied line. 

A battle of this magnitude demands a 
good control system, and Crawford's 
point-and-click interface provides informa- 
tion about, and excellent command control 
over, every unit on the field. Clicking on a 
unit prints its identity, strength and readi- 
ness in the text window located in the 
lower-left corner of the screen. Tactical 
and strategic maps, accessed through the 
menu bar, keep the compu-general ap- 
prised of the total situation and the 
progress of specific skirmishes. 

Players give orders to one division at a 
time and see a graphic representation of the 
division's future response to the command. 
Execution occurs over a period of time, how- 
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YOU THOUGHT YOU LOVED 
OMPUTER GAMES. BUT... 


Design Palettes Import Graphics 


а 


Е п 


01 


Map position 
еы 
monster: €^ 8,-11) 
Speed: 1 


ЗИ 
(iie 


Animate Monsters Plan Movement 


UNTIL YOU PLAY WITH GAME: MAKER; 
YOU VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 


* Design unlimited numbers of animated monsters and good guys. 
* Animated characters walk, run, fly, hop, pop from scene to scene. 
* Design your own sounds. 

*- Make arcade and adventure games as unique as your imagination. 
% Modify and enhance GAME*MAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


GAME*MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own $ 
games. Plus you'll enjoy the sample games includ- 

ed with GAME*MAKER. 

GameeMaker requires an ІВМ compatible 286, 386, or 486 with a color VGA 
monitor and mouse. Joystick optional. GAME*MAKER is designed and produced 
by Recreational Software Designs. 


ORDER GAME-MAKER TOLL FREE: 


1-800-533-6772. 


22222,2... 


RDER FROM: KD SOFTWARE, Great Falls Avenue, Box 448, Rochester, NH 03867 


І TEL: 603-332-8164 FAX: 603-332-8125 
І Send те ___ бате•Макег(ѕ) at $89 еа. u$ - Check/Money I 
І Express shipping (prepaid-cont. US only) +$ 400 Order enclosed І 
І Total enclosed $ __ 17 Charge my VISA/MC І 
І = Expires І 
ме ЗҺ5ҙ0ҙ 5-00 І 
І Address mE B m 
City/State/Zip Е 7 
І TERMS AND [| 
ЕТ Е І 
guaranteed, but ff 


5 guaranteed. Prices subject to change without notice 


 — ce nl 
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ever, so that Patton Strikes Back achieves 
the effect of simultaneous movement. 

Historical information is online and al- 
ways available. A menu lets the comput- 
erist research weapons, tactics, person- 
alities, strategies and units. Mini 
newsreels highlight major events associ- 
ated with this campaign. The user has 
the option of curtailing or eliminating 
such visual frills, which could be a tem- 
per-saver the third or fourth time 
through the simulation. 

Patton Strikes Back is heavy-duty war 
gaming, with all the player aids and trim- 
mings the manifold mind of Chris Craw- 
ford can conceive. Its release should be a 
major event for military simulationists. 
—B.K. 


Broderbund Software 
500 Redwood Blvd. 
Novato, CA 94948-6121 
(415) 382-4400 


Oil Baro: 


LOBO SOFTWARE 
Version Previewed: IBM PC 


They don't hardly make games like Oil 
Barons any more. It’s a complex—but not 
necessarily complicated—strategy contest 
that allows up to a quartet of players to 
run a game that lasts anywhere from one 
to ten years in simulated time. 

Developer Starsoft Development Labo- 
ratories threw in everything but the 
kitchen sink on this one: corporate merg- 
ers, lobbyists (foreign and domestic), hos- 


| BARON HAL OIL INVESTHENTS 


PRODUCTION SYSTEM 


[С SERVICE STATIONS 
! Refineries — 01] Wells 


| Class @ ms 


POLITICAL 
RESERVES CLIMATE 
£346,650  MIDOLE-RORD 


К BUY OTL HELLS 
Reserves: 5 946,553 
| | fou oun: 4 
| Cost/each: 5 256, 006 
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Press АНУ Кез 


Н you һауе ever wanted 
to be an oil tycoon like J.R. 
Ewing, then Lobo Software's 


Oil Barons might be the 
game for yov. 


tile takeovers, longshoremen on strike and 
plenty of statistical updates. 

Even better, Oil Barons adds some nice 
graphics that enhance the playability of 
the game tremendously. If you like simula- 
tions of this type or ever wanted to play 
J.R. Ewing without the babes and sibling 
rivalry (c'mon guys, it's only a computer 
game), this one is well worth checking out. 

—B.K. 
Lobo Software 
1400 Coleman Ave. 
Santa Clara, CA 95050 
(408) 727-8161 


Чома: © 


DYNAMIX 
Version Previewed: IBM PC 


Nova 9is more than just Stellar 7 with 
two more battlefields. When the game 
begins, it's been two years since Stellar 
7 was wasted. Draxon Captain John 
Alex, alone in the vast isolation of outer 
space, has begun receiving some rather 
disturbing reports from the uncharted 
system Nova 9 concerning a humanoid 
creature that spread like a plague over 
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the nine planets of the system in а 
matter of days. 

The player-character flies a newly 
built Raven Il which, despite its awe- 
some array of weaponry, doesn't seem 
like much of a match for the planet- 
eating monster despoiling Nova 9. | 

Gir Draxon, supreme commander, 
is back, or at least his file has been re- 
activated—good super-villains never 
die, they just wait for sequels. There’s 
also a wide range of new weaponry, 
such as the Montrose, a hovertank | 
with extremely tough armor; the su- 
perfast and maneuverable, but lightly 
shielded, Phoenix; and the cockroach- 
like Wobbly, with its laser weapons. 
The planets in the Nova system are 
sufficiently varied bunch, but one 
an hardly help but feel a sense of 
éja vu while playing this game, due 
to its similarities to Stellar 7. (Version 
3, for CD, has just been released and 
is extremely hot, while the original 
version was an Apple 11/С-64 flippy in 
the mid-'80s.) Nevertheless, this looks 
like one hot cookie! 


Eye of the Beholder 
ll: The Legend of 


DarkMoon 


STRATEGIC SIMULATIONS INC. 
Version Previewed: IBM PC 


This follow-up to Westwood's 
popular RPG looks like a solid hit for 
fans of the original, who can trans- 
fer their characters from the first 
game or create their own. They will 
experience outdoor adventuring, 
multiple game saves and improved 
graphics in both the game play and 
cut scenes. 

This game also allows players to 
take characters to higher levels (up 
to 15), provides more characters to 
interact with and offers new spells 
and improved monsters (if "im- 
proved" is indeed the appropriate 
word for describing a more power- 
ful monster). 

A $15 clue book will also be 

і 4 n available. 
—B.K. --В.К. 


ош 


Sierra On-Line Strategic Simulations Inc. 
40033 Sierra Ave. 675 Almanor Ave., Suite 201 
Oakhurst, CA 93644 Sunnyvale, CA 94086-2901 
(209) 683-4468 (408) 737-6800 


TOMMO VIDEO GAME DISTRIBUTION 
TEL: (213) 680-8880 FAX: (213) 621-2177 


For Japanese Video Game, Distribution & Wholesale Only 


SEGA GENESIS SUPER NES 


Donald Duck Super Ghost & Ghoul 
M.E.R.C.S. Castlevania 

Outrun Joe & Mac 

Jewel Master D-Force 

Pit Fighter Super EDF 

El. Viento John Madden Football 
Golden Axe |! Caveman Ninja 

Arcus Odessey Darius Twin 

Shadow Of The Beast Combat Basketball 
Mario Lemieux Hockey Tyson Power Punch 
Task Force Harrier Jelly Bean 

Beast Warriors 


California Games j 1 
Bonanza Brother Retail price 


aw $55 Only 


GAME GEAR 


Joe Montana Football 
Halley Wars 

Space Harrier 

Ninja Gaiden 
Chessmaster 

Donald Duck 

Clutch Hitter 


$34 Only 


JAPANESE VIDEO GAME 


SEGA MEGA DRIVE 
PC-ENGINE 

NEO - GEO 

GAME GEAR 
GAMEBOY 


MEGA DRIVE CD-ROM 
(Coming Soon) 


GAME SYSTEM 
GENESIS SYSTEM 


Retail price (with Sonic The Headgehog) 
All 8 Meg game GAME GEAR SYSTEM \ 
59 Оп! only 
$09- OMY [GOOD PRICE, BEST SERVICE | 5149 


VIDEO GAME DISTRIBUTION 


European, Austrailian & Canadian order welcome 


Call or Fax for Price List 
CIRCLE #148 ON READER SERVICE CARD. 


VIDEOGAMES & COMPUTER ENTERTAINMENT FEBRUARY 1992 * 103 


ADVERTISER INDEX 


Advertiser Page # RSC # Advertiser Page # RSC # 
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Т a free reader service card. Tear it out and keep it with you as you go through this issue. You'll see a reader 
service number accompanying most products reviewed or advertised. If you want free information on any of these, 
simply circle the corresponding numbers on the card and mail it in. 
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obal 2-57 


DOOR FOR LESS THAN 6 


you R ons E: / 


meus 


`i 
-. NINTENDO SEGA NEC ATARI IBM APPLE COMMODORE AMIGA 


ШҮ ames 


-. WINTER 
. COMPUTER 
GAMES 
UPDATE 


ell, the pandemonium has 
finally settled down here 
after the monumental 


events surrounding our tenth-anniver- 
sary blowout, and we're ready to grap- 
ple once again with the problems and 
crises of your gaming lives. This time 
out, we're going to concentrate on 
some of the more offbeat questions 
we've received in recent months. So 
let's rock and roll... 


qu Т^! on 


When | was a little kid, | collected 
stickers in an album. Years later, when 
| became involved in video games, | 
looked back at the stickers | had col- 
lected and noticed a group that had a 
1981 copyrighted game from Sega 
called Turbo. Can you tell me if this is 
a classic game that used to exist for 
the SMS? 

—Clark Otto 
Saukville, WI 


а ms Ww 


Sy r 
“ 

беда has had several driving titles 
that have reappeared in a variety of 
formats, including Turbo, Outrun and 
Enduro. Variations on these titles, 
including such hybrids as Turbo Out- 
run, have also turned up. Turbo was a 
coin-op hit for Sega in the early 
1980s, but since no form of the Sega 
Master System existed at that time, it 
did not appear in that format. Coleco, 
however, did produce a home version 
of Turbo for its video-game software 
line, but by the time the SMS hit 
these shores, the Sega arcade racing 
titles used were Enduro Racer, a 
motorcycle racing game that used a 
weird, top/down angled perspective; 
Hang On, also a cycle racer with a 
Pole Position-style visual display; and 
Outrun, which had been a huge hit in 
the arcades, owing to its fabulous 
graphics. Outrun, like Hang On, used 
a pseudo-first-person perspective, 
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GAMING’S 
ANSWER TO AN 
ANTACID SETTLES 
YOUR SOFTWARE 
DISPUTES 


by 
the Game Doctor 


with the gamer's vehicle fully dis- 
played on-screen in the lower fore- 
ground. 


qu stion 


Back in the late '70s or early '80s 
there was an arcade game that used 
actual video footage of places. You 
had a top-down view and dropped 
bombs on ships in the shipyard and 
on railroad tracks and things. The 
ships and other targets were video- 
taped or something. Can you help? 

—Brian K. Watson 
Cleveland, TN 


а ms ег 


Well, | believe you have your dates 
a little mixed up, Brian, but the game 
you're talking about sure sounds like 
Mylstar's M.A.C.H. 3. Gottlieb had just 
changed its nonpinball line to Mylstar, 
and M.A.C.H. 3 was a big-budget 


game hat employed a combination of 
compiter and laser disc technology. 
At the start of the game, the player got 
to cFoose between two missions. One 
used a top/down perspective and the 
oth2r used a pseudo-first-person point 
of view. The target images were actual 
vileo footage stored on laser disc, 
vhile the player's ship was generated 
through conventional computer tech- 
nology. Alas, this game, along with 
other ambitious laser disc projects 
such as Atari's Firefox, Cinematronic's 
Space Ace and Sega's Astron Belt, 
proved too expensive for most arcade 
operators, and laser disc technology 
was soon dropped. This game actually 
appeared in early 1984. 


A 
ques tion 

| hear about Nintendo cartridges 

that have over 20 games on them. 

Where could | find one of these car- 
tridges? 

—Bryan Pizzillo 

Sykesville, MD 


answer 


There is some question as to the 
legality of some of these carts, Bryan, 
but MaxiVision (3855 S. Valley View, 
Las Vegas, NV 89103) will be issuing 
them legitimately. Maxi's cart will con- 
tain 30 games and will retail for $149. 
MaxiVision has licensed quite a few 
older games, some of which will 
appear under new titles. 


de 
qu esti on 


| love to read your column! | own 
an NES, a Genesis and a Super Fami- 
com. | modified my Genesis to play 
Mega Drive games; | would like to 
know if there is a way that | will be 
able to modify my Super Famicom to 
play Super NES games. 
—Sam Weehunt 
Norman, OK 
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Good news, Sam! The Super NES 
seems to be almost fully compatible 
with the Super Famicom...well, at least 
the hardware is. The only difference 
between the American and Japanese 
consoles seems to be in the plastic 
cartridge housing and the cartridge 
slot. Barring last-minute changes and 
hardware revisions, this is a problem 
that we Super Famicom owners hope- 
fully won't have to deal with. Keep 
your collective video-gaming fingers 
crossed, gang! 


question 


Congratulations on ten years as 
The Game Doctor! And what a decade 
it has been for electronic gaming. The 
old Doc has always been there, 
though, to referee those voracious vid- 
iots. Thank you. 

In answer to your "Game Nurse 
Challenge": "Angela" was the name 
of your last Game Nurse, if memory 
serves. 

—William Simpson 
Los Angeles, CA 


p 
a m.sow er 

Way to go, Whimsical Will! The 
lovely Angela was, indeed, Game 
Nurse Becky's immediate predecessor, 
though there were one or two others 
in there, keeping the circuit dabs fresh 
through the long decade of selfless 
service to gamers everywhere. 

By the way, fans of cult icon and 
fellow mock medic Doctor Demento 
may recognize Will Simpson as the 
longtime radio sidekick of the 
Demented One. Keep 'em flying, Wil- 
liam; your Game Doctor Prize Packet 
is On The Way! 


question 


When | was rereading some old C- 
64 gaming magazines recently, | saw a 
review for a Scott Adams Questprobe 
game based on Marvel Comics’ 
Incredible Hulk. That reminded me of 
an advertisement on the back cover of 


Uncanny X-Men #203 for the /ncredi- 

ble Hulk and two other Questprobe 

games: Spiderman and The Fantastic 

Four. Where can | find these games for 
the C-64? 

—Morgan (Longshot) Foust 

Modesto, CA 


а пыз е т 


The best bet would probably be 
through a Commodore users group or 
at a garage sale. Then, of course, there 
are those dealers in exotic software 
whom the Doc mentions periodically. 
As a matter of fact, Frank M. Polosky 
(P.O. Box 9542, Pittsburgh, PA 15223) 
just sent a new catalog containing 
some very rare, old electronic-gaming 
magazines, in addition to the software. 
Pleasant Valley Video (8141 Pleasant 
Valley Road, Camden, OH 45311) also 
deals in out-of-stock video and com- 
puter games, magazines, books, etc. 

However, don't have high expecta- 
tions for the specific Marvel-based 
products you mentioned. The fact that 
Scott Adams, one of the pioneers of 
computer entertainment software, is 
no longer in the business has more 
than a little to do with these illustrated 
text adventures, which were woefully 
behind state-of-the-art even when they 
were first released. 


quest Ne n 
In the July '91 issue, you answered 
a letter from Bill Maddy concerning 
auto-booting on Amiga, Apple and C- 
64 computers. While most of the info 
you gave was correct, you are mistak- 
en on a thing or two about the C-64. 
The C-64 doesn't have a START but- 
ton; it doesn't have buttons at all—it 
has a keyboard. It does have a 
RUN/STOP key. Most programs on 
the C-64 can be run by typing: LOAD 
eng. 
—L. Snyder 
Elfrida, AZ 


m 
answer 


Sometimes the old Doc's brain 
skips a gear, and this was obviously 
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such a case. In fact, | had no idea what 
you were even talking about until I 
went back and reread the question to 
which you refer. 

What | intended to say was that, in 
addition to the beloved load program 
you mention in your letter, many pro- 
grams also required the user to type 
the word RUN. My fingers just got 
crossed in the translation. 

It happens when you get old, part- 
ner. It happens. 


question 


l've been wondering why Atari 

hasn't made a 16-bit machine, since 

NEC, Sega and Nintendo made them; 
why not Atari? 

—Do H. Noh 

Riverdale, MD 


m 
answer 

Actually Atari was working on a 16- 
bit-based game machine under the 
code name "Panther," but the project 
was recently scuttled, since Atari felt it 
was already so far behind in the 16-bit 
development race. Rumors have 
already begun to surface, however, of 
a 64-bit system, bearing the similarly 
feline code name "Jaguar." Once actu- 
al facts—as opposed to rumors— 
become available, you'll read all about 
it right here in VG&CE. 


nd that about closes up shop 

for this issue. Next time 

out, we have a great letter 
from a fellow known as "The Fruit- 
man” that attempts to unravel the 
mysteries of: 

«Which companies own which ver- 
sions of Tetris and how did they get 
them? 

*Which Atari is which? 

And several other excellent ques- 
tions. By the way, special thanks to 
Issac Merkle for the great Game Doc- 
tor cartoon! Aloha, gang! 

Remember, send those questions, 
comments and corrections to: 

Game Doctor 

330 S. Decatur, Suite 152 

Las Vegas, NV 89107. & 
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he great thing about elec- 
tronic-gaming fandom is its 
incredible diversity. The pro- 
fessional gaming magazines, 
good as they are in most respects, 
can’t offer the spectrum of opinion 
found in these bright and enthusiastic 
amateur publications. 

And these are passionate opinions. 
Someone is willing to spend his 
time and money to communicate 
his thoughts and ideas to you. The 
fanzines don’t have the graphic 
splendor or editorial polish of the 
newsstand titles, but the fanzine ed- 
itors’ excitement about gaming and 
obvious joy in their hobby is irre- 
sistible. 

Getting in on the fun is simpler than 
you might think. Just send for one or 
more of the fanzines | review each is- 
sue—then submit articles, artwork or 
a letter of comment to the ones that 
catch your interest. Or go all the 
way and do a fanzine of your own! 
(Fanzines don't really compete with 
each other, so you can get a mailing 
list from a friendly publishing fan.) 

Another great thing about fanzines 
is that some specialize in subjects that 
no professional magazine could pos- 
sibly treat adequately. Let's start off 
this month's reviews of current 
fanzines with a striking example of 
just such a fanzine. 


КО 
Генеінес ter 
Every Taste 


by Arnie Katz 


2600 Connection #6 
Timothy Duarte 
14 Blackburn St. 
Fairhaven, MA 02719-4334 
$6—Bimonthly 
Eight pages 


This is one fascinating fanzine, 
even if you don’t sit around playing 
Air-Sea Battle, and it's absolutely 
indispensable if you do. Tim Duarte 
has just taken over this attractive, 
bimonthly fanzine, in response to 
the widespread praise for his out- 
standing efforts to present informa- 
tion about the Atari 2600 video-game 
console. 
From the interview with design- 
er/programmer Steve Cartwright to 
the list of mail-order houses that 
carry 2600 stuff, this fanzine is 
packed with lots of choice materi- 
al. Other highlights include a live- 
ly letters column, a review of an 
Australian 2600 cartridge and a 
detailed solution for Swordquest: 
Waterworld. 
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The Shape of Gaming to Come #2 


Darren Krolewski 
12311 Conservation Trail 
Utica, MI 48315 
$1.50 for three issues—Bimonthly 
Six pages 


Columns on both video and pinball 
arcade machines are featured in this 
fast-improving fanzine, but Darren 
doesn't neglect the home games. 
The best article in the issue is a fair- 
ly accurate description of Atari's efforts 
to develop a new console to dominate 
cartridge gaming in the 1990s. 

The Shape of Gaming to Come 
concentrates on spotting new trends. 
Commentary is enthusiastic, but 
well-balanced and sensible. This 
fanzine has made tremendous strides 
in just two issues, so I'm making it one 
of my "best bets." 


MegaForce #3 
A.J. Ramos 
33022 Lake Huron St. 
Fremont, CA 94555 
$2.50 for three issues 
14 pages 

Despite the number, this is A.J.'s 
first issue. Former editor Kris Newes 
moved to Japan to pursue a career 
in computer engineering, but 
MegaForce appears to be in good 
hands. A.J.'s fanzine includes such 
appealing touches as a good letter col- 
umn, as well as a fanzine review 
section. 

The main focus is 16-bit video 
gaming, with A.J. himself contributing 
many of the reviews. A little more 
attention to analyzing the guts of 
each cartridge would improve the 
content, but Mr. Ramos is a valuable 
addition to the ranks of fanzine 
editors. & 
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trigue with atmospheric visions that 
evoke the mysterious Far East. Jeff Tun- 
nell and his Dynamix crew have crafted 
a masterpiece of exotic backgrounds, 


multiple perspectives and high drama. 


Best €. то COMPUTER GAME TRANSLATION 

The family amusement centers, once 
the fountainhead of new home com- 
puter-game ideas, have largely dried up 
Even when home and coin-ops share the 
same name, they are usually designed 
and programmed independently by dif- 
ferent development teams. For example, 
although there is a Simpsons game both 
for arcades and the NES, they have dif 
ferent formats, goals and graphics. 

Another problem is that most of the 
best coin-op to home game translations 
target the video-game market. The kind 


of all-out action games that score big in 


the coin-op palaces just don't fly in the 


home computer environment. Thats 
why hits like Atari Games’ Hard Drivin’ 
or Sega’s Columns rarely make it to 


computer 


D 

y» The Ninia 

[Ruu 5s back and 
locking for revenge! 


= GAME 


The year’s top arcade-to-computer 
translation is Ninja Gaiden П (GameTek 
for the IBM PC). It's a fine transport of 
the second entry in the successful 
Tecmo series. The figures are small, but 
they look extremely impressive moving 


about the nighttime skyline. The music 


sounds especially good through the 


Sound Blaster. 


Most Innovative Computer Gane 

Innovation and quality aren't syn- 
onymous. Most of 199175 best games 
optimized existing design approaches 
and stayed in the mainstream. Even in a 
year in which novelty was in short sup- 
ply, there were more fresh ideas than 
there are awards. The next wave of CD 
titles will make the quantum leaps, but 
our winners did significantly extend the 


boundaries of computer gaming. 


Wordtris (Spectrum HoloByte for the 
IBM PC) proves that all sequels to 
Tetris are not created equal. Rarely has 
a follow-up game displayed more fresh- 
ness and invention than this appealing 
cross between a word game and a ki- 
netic puzzle. 

Faces and Hatris have good points, 
but neither is nearly as entertaining as 
this permutation of the shape-manipu- 
lation play-mechanic. Forming words 
from falling letters pumps new excite- 
ment into this popular series. Wordtris 
is more than an excellent sequel to a 


computer-gaming perennial; it is a po- 


tential Classic program іп its own right. 


HONORABLE MENTION 

Most avid players of nonelectronic 
RPGs want to design scenarios. Armed 
with piles of instruction books, they 
can construct a pencil-and-paper mod- 
ule that works within the established 
framework of rules. Until the introduc- 
tion of The Bard's Tale Construction Set 
BM PC), 


(Interplay Productions for the 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


fans of computer RPGs were locked out 
of such activities. It puts the adventur- 
ing system that produced a string of 
hits under the Electronic Arts label in 


the computerist's direct control. 


The Adventures of Willy Beamish 
(Dynamix for the IBM PC) is a bril- 
liantly original adventure game that 
poses the question: "What if you were 
nine again...knowing what you know 
now?" Willy Beamish captures the 
essence and excitement of youth. Top it 
off with great graphics and a smooth 
interface, and you've got one of the 


years most enjoyable, as well as distinc- 


tive, computer-entertainment products! 


THE BOTTOM LINE 


It wasn't just a good year for video 
and computer gaming, it was a great 
one. Increased hardware and software 
sales, modernized game development 
procedures and expanded machine ca- 
pabilities should keep the good times 


rolling in 1992. А 
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Big Business 


DIGITEK 
Versions: Amiga ($49.95), 
IBM PC ($49.95) 
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GRAPHICS 


Ever wanted to run your own company, 
to make important decisions and conduct 
business deals that either earn a fortune or 
bust the bank account? Big Business from 
DigiTek Software lets the player do all that 
and more. Appropriately subtitled Semi- 
Realistic Wacky Business Simulation, Big 
Business takes place in the high-tech busi- 
ness world, but presents it in a goofy way 
through the use of cartoonish graphics, 
neat sound effects and a lot of animated 
surprises. Belying its subject, which might 
initially seem mundane if not downright 
boring to some people, Big Business is a 
lot of fun and very easy to learn. 

The game pits three players against 
each other in a contest for mastery of the 
business world. In one- or two-person 
games, the computer fills the other slot(s). 
Each player starts out with equal assets 
and manufactures the same product. The 
goal is to earn the most money by the end 
of the last turn. The path to this goal has 
many ups and downs, just like the real 
business world. 

Each turn of Big Business lasts up to 
three or six minutes of real time, depending 
on the start-up options. In a game turn, 
players command the appropriate company 
officers in the boardroom to put the com- 


on the appropriate icon. To take out a loan 
or pay off outstanding debts, select Jane 
Dough. Jim Slick is the sleazeball of the 
company, ready to dig up dirt about the 
other players’ businesses from his “office” 
in a local bar. Jim can easily start labor 
trouble and knows someone who can steal 
secrets from the other players. But, the 
player should always keep in mind that all 
gamers have the same options; what you 
do to others will very likely soon be done 
to your own band of execs. 

The game designers injected lots of 
humor, and produced an interface depen- 
dent entirely on icons. Play is not much 


pany in a better position in the marketplace. (те 


The five officers are: Jane Dough (financial | 


officer), Fred WedBetter (purchasing agent), 
Percy LaFleur (production manager), Dr. 
Donald Density (research and development 
manager) and Jim Slick (sales and market- 
ing officer). Selection of an officer takes the 
player to an options screen geared to that 
person. At the end of the turn, a cleanup 
phase lets players buy and sell raw materi- 
als, a graph pops up that details sales and a 
news service reveals the latest headlines via 
a scrolling page. 

The nicest feature of the interface is the 
separation of a typical company's functions 
into logical categories by means of the offi- 
cer screens. To increase production, go to 
the production manager screen and click 
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DigiTek's Big Business uses an 
interface dependent entirely 
on icons. 


harder than clicking on pic- 
tures or objects on the vari- 
ous screens of the game. 
For example, on the board- 
room screen, the yellow 
tablet reveals the progress 
of the competition. In the 
bar scene, clicking on each 
of the people around the 
bar brings up a small win- 
dow that lets players hire 
the people in their areas of 
expertise. Such a simple in- 
terface enables gamers to 
concentrate on outguessing 
their opponents, instead of 
on the mechanics of play. 
The graphics in Big Busi- 
ness produce a sense of ir- 
reverent humor and wacky 
presentation. Each charac- 
ter fits his or her job, and 
they all have exaggerated 
features. Watch the screen 
carefully, because you 
never know what might 
happen in the background. 
For example, there's the 
businessman who jumps 
from a higher floor in the 
opening scene, and you can 
see him go by your window. Half the fun in 
the first few games is discovery of the ac- 
tive icons. Sound effects accompany most 
screens and add a lot to the goofy atmo- 
sphere. The subject matter could have 
made this a very dull and boring game, but 
the designers kept the interface simple and 
built in a lot of bells and whistles that make 
play lively. 
As an added bonus, a stock market sim- 
ulation game called WallStreet comes in 
the Big Business package. It's sort of a prac- 
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tice run for stockbrokers and others whose 

job it is to play the market with real money. 
Big Business is the perfect game for 

those who like to fantasize about an im- 

portant company position, and it is a fun 

way to hone skills for the real world. 

—Russ Ceccola 

DigiTek Software 

1916 Twisting Lane 

Wesley Chapel, FL 33543 

(813) 973-7733 


Chip’s Challenge 
EPYX 
Versions: Amiga ($39.95), 
Commodore 64 ($33.95), 
IBM PC ($39.95) 
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In Chip's Challenge the player is Chip, an 
outcast nerd who is crazy about Melinda, a 
very smart girl at Chip's high school. Chip 
desperately wants to join Melinda's club, 
the Bit Busters, but first he must pass a 
test. Chip must work his way through 144 
levels of puzzles, each more difficult than 
the previous, and each involving different 
methods of problem solving. 

Some puzzles require 
navigation through mazes. 
Others make the player work 
his way out by collecting 
different objects, such as 
keys, shields, computer chips 
and dirt blocks. (A key of a 
certain color opens a door of 
the same color.) One type of 
shield lets Chip walk on 
water, another lets him walk 
through fire. A pair of boots 
enables him to walk on ice 
without slipping. A dirt block, 


provides help if he gets completely stuck 
on one level. Some levels have a question 
mark, which, when stepped on, provides a 
small hint to passing that level. Other 
levels may offer the player a chance to skip 
the level if he keeps dying over and over. 
Luckily, each level has a code so the player 
can return to the spot where Chip left off. 

The player controls Chip's movements 
with the keyboard or joystick. In some of 
the more perilous levels it is advisable to 
use the keyboard, because Chip's move- 
ments are more precise. 

The graphics are only in 16 colors—regret- 
table, since most players today want VGA 
graphics. However, even though the graphics 
aren't absolutely state-of-the-art, they 
shouldn't turn anyone away from the game. 

The sound effects are fairly good when 
played through an Ad Lib or Sound Blaster 
card. The music, however, is extremely 
monotonous. The game only has three or 
four different tunes, and all of them are 
very simple. After awhile, the music 
becomes so tiresome that the player will 
probably want to turn down the volume. 

The amount of game play is satisfying. 
There is so much variety in the levels that 
even experienced puzzle solvers will be 
challenged. Only after all 144 levels are 
completed do the possibilities run out, and 
it takes so long to accomplish this that 
most players will stay busy for quite 
awhile. 

Chip's Challenge is for anyone 
who enjoys solving puzzles and 
mazes. Those frustrated by games 
like this shouldn't buy it, but players 
who love to be challenged to use 
their minds (instead of their 
fingertips) will definitely find this 
their type of game. 

— David Ethell 
Epyx 
600 Allerton St. 
Redwood City, CA 94063 
(415) 368-3200 


when pushed into water, can create a floor. Available previously on the 
piece where the water was. The player “yrs, Chips Challenge із а 


must use the correct combination of tools. oe mese game with 144 Might and Magic ШІ: 


to pass each level safely. 

If finding and using objects wasn't 
enough, almost all of the levels have 
creatures and traps that will kill Chip, and 
most of them have a time limit. Each 
creature has a different pattern of 
movement and a different way of being 
stopped. Some traps can be deactivated 
by a certain color button, while others 
must be dodged or blocked. 

When all the factors working against 
poor Chip are totaled, it appears that Chip 
doesn't have much hope of winning the 
fair Melinda. Fortunately, the game 
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Isles of Terra 


NEW WORLD COMPUTING INC. 
Version: IBM PC ($59.95) 


7 
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Clear the hard drive, clear resident 
memory and clear a lot of time, because 
Might and Magic ЇЇ has arrived. Complete 
with five races, ten character classes and a 
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half dozen major land masses, each with 


its share of towns and dungeons, this 3.5 Е 


megabytes of fantasy role-playing game 
will occupy as much time as players have 
to give. 

The underlying premise of Might and 
Magic Ill: Isles of Terra is that the world 


was formed during a war among the four 


elements, who now have called a truce 
long enough to eliminate life from the 
planet. In response, the Five Forces of the 
Dome (complete with Latin names and ob- 
tuse domains) arose to help the intelligent 
species. Luckily, the poetry-laden rule book 
is short, because if the game were on a par 


with the rules, buyers would be scram- ІЛ 


bling for their receipts soon after character 


creation. However, this is one rare occa- | 


sion when some technical details could 


have been helpful. Although players 5 


should not know the intricate mathematics 
behind a game, they should not have to 
spend excessive time and money deter- 
mining the relative strengths of ring, chain, 
splint and scale armor. : 

The designers at- | 

empted a different 
ack in programming 
his adventure—hu- 
mor. Many of the mon- | 
sters look as if artists $ 
drew sketches of the 
most bizarre creatures § 
they could think of, 
and then assigned 
powers and attributes. 
How else could anyone 
account for the disem- 
bodied floating heads 
(called screamers) and 
the slithering green 
bubble men? The humor, like all aspects of 
the game, is accented by sharp, animated 
graphics. Even the gargoyles decorating 
the view screen move when foes or secret 
doors are nearby. 

Might and Magic lll contains a pregen- 
erated party, but players have the option 
of creating their own characters. However, 
the computer-created characters are about 
the best possible, and anyone who re- 
places them needs a complete array of 
classes, especially considering the exces- 
Sive cost of hirelings. 

In addition to standard attributes and 
class-oriented skills, characters may also 
purchase an assortment of general skills. 
Some, such as cartography and directional 
sense, are not essential to solving the 
game but make play much easier. Others, 
like swimming and pathfinding, are re- 
quired to move most places outside of city 
limits. But, like everything else in this 
game, they cost money. 


t 
t 
t 
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The designers of Might and 
Magic Ill: Isles of Terra 
attempted a different tack 
in programming this 
adventure—humor. 


aa: 


In most role-playing games, gold 
piles up until it serves no discernible 
purpose. But monetary management 
is key to Might and Magic Ill, and 
this provides a welcome opportunity 
for noncombat strategy. Treasure 
comes in two forms: gold and the 
magic gems needed to cast higher 
level spells. Besides skills, training 
and equipment, expenses include 
magic spells (with accompanying 
fees for magic guild memberships), 
information and cures for poison, 
disease, curses and insanity. In addi- 
tion, the Isles of Terra are filled with 
individuals ready to sell skills and 
arcane items of questionable worth, 
at exorbitant prices. Some do offer 
homegrown cures at bargain rates, 
so spending the time to explore Zin- 
garo’s wagons and shacks is well 
worthwhile. 

Only serious combat tacticians 
will find Might and Magic III lacking. 
There are no combat screens, and the only 
character placement option is determining 
who is closest to the front lines. Even then, 
foes have a knack for attacking whoever is 
most vulnerable or most vital in combat; 
and protection spells are costly, but 
needed to keep spell casters fighting. 

So, while getting through the rule book 
is not actually the most difficult challenge 
in Might and Magic Ill, it is, assuredly, the 
only unpleasant one in this thoroughly en- 
joyable game. 


2 


—Dave Moskowitz 
Electronic Arts Distribution 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(415) 572-ARTS 


Megafortress 
THREE-SIXTY 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 


The EB-52 Megafortress is one of the 
most awesome weapons in America’s ar- 
senal. With a payload capacity of 192,000 
pounds and the capability of altitudes 
from 50,000 feet to just a few hundred feet 
up, it is a versatile aircraft capable of car- 
rying an incredible load. Now, for the first 
time, an average individual can control 
this impressive instrument of destruction 
through an excellent simulation. 
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The first step in Megafortress is mis- 
sion selection. There are three scenarios: 
The practice runs allow for bombing, in- 
flight refueling, navigation and evasion/ 
battle with opposing MIGs. These mis- 
sions are performed over the Nevada 
desert. The Persian Gulf missions are the 
“real thing,” while Flight of the Old Dog 
concerns the elimination of a Russian 
radar station. The player is also responsi- 
ble for loading the right ordnance—every- 
thing from laser-guided missiles to “run- 
way buster” bombs is available. 

The EB-52 is a complex aircraft, and the 
simulation accurately duplicates many of 
the required tasks. For example, if a hy- 


draulic pump stops working, the player § 


can try to restart it, 
cal devices may ne 


but a variety of electri- 
ed to be reset. Fortu- 


nately, there is help, in the form of some 


automatic systems 


to engage while the 


player is occupied e 


sewhere. 


The EB-52 carries a five-man crew, and 
the player performs the duties of them all. 
This keeps the gamer busier than a one- 
armed paperhanger, especially during the 
last stages of a mission, when each crew 
member must perform with utmost effi- 
ciency. 

The five stations are pilot, copilot, navi- 
gator, EW Officer 
(electronic war- 
fare) and OW Of- 
ficer (offensive 
weapons). Each 
has a. control 
panel unique to 
that station. The 
pilot is the air- 
craft commander, 
who controls the 
flight instruments 
and operation of 
the autopilot. The 
autopilot is espe- 
cially important 
because the navi- 
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gator can set “waypoints” on his electronic 
map, and the autopilot will automatically 
fly to those waypoints in order. Between 
the autopilot and the TAC (terrain avoid- 
ance computer), it is almost never neces- 
sary to fly the EB-52 manually. 

The electronic warfare sta- 
tion controls radar detection 
and electronic countermea- 
sures, such as jamming, flare 
launch (to confuse IR tracking 
missiles) and chaff bundles (to 
confuse radar-guided mis- 
siles). To assist the busy 
player, this station features an 
automatic system for detecting 
and responding to threats. The 
offensive weapons station han- 
dles missile launches at pursu- 
ing aircraft, bomb drops and 
weapons guidance to target. 

Each station has a radar 
panel that, in most cases, can 
either work as regular radar, as 
terrain radar (showing a radar 
picture of the ground ahead of 
the aircraft) or as an aimable 
camera. 

Megafortress uses filled 
polygon graphics, and the ani- 
mation was smooth on my 386- 
25. Various city landmarks show up as ap- 
propriate, and the control panels are well 
defined and brightly colored. The program 
supports mouse control; this is highly rec- 
ommended for the many buttons and 
gauges used in flight. However, flying the 
aircraft works best with the arrow keys. 

The sound consisted of engine noise, 
various swooshes for chaff and flare 
launches and other assorted aircraft 
sounds. My Sound Blaster card was de- 
tected and used for sound effects. 

Playability was a mixed bag. As ex- 
pected from a simulation with the com- 
plexity of this one, there is a lot to do. 
Nevertheless, it is possible to master each 
mission, especially with help from the au- 
topilot, automatic defense systems and 
terrain-avoidance computer. The program 
can be installed on a hard drive (advis- 
able), but don't lose the excellent manual. 
Transponder response codes must be 
keyed in before each mission—essentially, 
the copy protection. Failure to enter the 
right code results in immediately being 
shot down by friendly forces. 

One last caveat: Megafortress requires 
most of the 640K memory. TSRs and other 
memory users may cause the program not 
to work. | had to boot a "clean" system in 
order to get the game to run. 

Overall, Megafortress is an accurate 
and complex simulation of an accurate 
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and complex aircraft. It is not an instant 
gratification type of program, but, if you 
are really interested in learning how to 
handle the EB-52, check it out. You won't 
be sorry. 

—Dave Plotkin 
Three-Sixty Pacific 
2105 S. Bascom Ave., Suite 380 
Campbell, CA 95008 
(409) 776-2187 


Western Front 
STRATEGIC SIMULATIONS INC. 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 
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For as long as computer war gaming 
has existed, the guru of the genre for many 
players has been Gary Grigsby. Similarly, 
the recognized industry leader in this field 
has been Strategic Simulations. It is not 
surprising, therefore, that Western Front: 
The Liberation of Europe, 1944-1945 


should appear as the 
logical companion 
game to their last joint 
endeavor, Second Front, 
which chronicled the 
Wermacht's demise on 
the frozen steppes of 
Russia. Fortunately for 
fans of Mr. Grigsby, this 
latest offering improves 
on many of the short- 
falls of the prior work, 
and also introduces 
functions unique to an 
amphibious campaign. 
If one does not al- 
ready have an apprecia- 
tion for the sheer mag- 
nitude of the Allied 
invasion of Europe, Western Front will im- 
press the fact upon the player. As this is not 
a game to be taken lightly, or in small 
doses, players who undertake the endeavor 
may find themselves out of contact with 
their loved ones for long periods of time. 
Western Front offers three scenarios: 
Diadem, covering the Italian campaign; 
Breakout, chronicling Patton's "Hell on 
Wheels" sweep to the Rhine; and Bulge, 
depicting the dying gasp of the Wermacht 
in the Ardennes forest. Each is interesting 
in its own right, but not as comprehensive 
as some of the games devoted wholly to 
those battles. Western Front's strength is 
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SSI's Western Front is an 
exceptional rendition of one 


of the largest military 
endeavors in history. 


the Campaign game, which re-creates all 
of the Allied operations from just prior to 
the Normandy invasion until the end of 
the war. Players retain some ability to alter 
the grand strategy by changing the land- 
ing beaches and the like, but one cannot 
explore some of the major historical alter- 
natives, such as ignoring the Italian the- 
ater or invading in 1943. 

The basic unit of maneuver for Western 
Front differs from its predecessor, having 
reduced from corps elements to divisions 
and even brigades. Correspondingly, each 
turn now represents only three to four 
days, instead of a week. Events in the 
Eastern theater still impact on the German 
defense, even though they occur off the 
map. Historically, the Germans were 
severely weakened in the West due to the 
need to reinforce the Eastern Front, where 
they were being bled dry. German players 
cannot escape this fate (even if they had 
previously defeated Russia in Second 
Front), and must be prepared to activate 
units at any moment to replace their crack 
divisions, which are pulled without notice. 

As before, logistics are the cornerstone 
of any campaign. Industrial production 
fills the replacement pools from which 
units are rebuilt or upgraded. Given the 
В tenuous nature of 
the initial Allied 
beachhead, it is im- 
e : perative that the Al- 

lied player utilize a 
bi ros d strong strategic 
UT] 777 bombing campaign 
to disrupt the Ger- 
man interior lines of 
communication and 
strong industrial 
base. Western Front 
models this portion 
of the game exceed- 
ingly well, allowing 
missions against 
factories, railways, 
bridges and strate- 
" gic supply cities 

such as Dresden and Essen. 

An interesting addition to the game is 
the use of political points, expanded to 
perform actions such as strategic bomb- 
ing, the replacement of unit leaders and 
the like. A certain number of points are re- 
plenished each turn. As one might expect, 
amphibious and paradrop operations do 
not occur overnight. Consequently, Allied 
forces must accumulate points each turn 
for a sufficient buildup to transport all of 
their units across the English Channel for 
the invasion. Naval units are not depicted 
in the game, so one can consider these 
amphibious points to represent the delay 
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that the Allies actually experienced in 
amassing sufficient shipping in the U.K. 
for the operation. 

Other improvements to the basic sys- 
tem include full mouse support, a major 
plus; a more detailed rules supplement, 
which allows diehards to get down into in- 
dividual combat formulas if desired; and a 
greatly enhanced computer opponent. Un- 
fortunately, the game lacks a map of the 
theater. The graphic interface is un- 
changed from Second Front, and sound 
support remains a tertiary feature for 
games of this nature. 

Western Front is an exceptional rendi- 
tion of one of the largest military endeav- 
ors in history. If one possesses the 
stamina for a couple hundred hours of 
play, it should not be missed. 

—Ed Dille 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086-2901 
(408) 737-6800 


Amarillo Slim 
Dealer’s Choice 
VILLA CRESPO SOFTWARE 
Version: IBM PC ($49.95) 


PLayapiity 4244867 ә зо 
overa 1234567[fo 10 

Poker is probably the most difficult card 
game, because it involves not only the 
luck of the draw but also the actions and 
reactions of human players. Whenever 
people get in the way of chance, 
“playing by the odds” takes on an 
entirely new meaning. Amarillo Slim 
Dealer’s Choice continues the 
excellence of past Villa Crespo 
gambling titles with a poker game in | 
which the gamer competes with up to 
seven computer players. 

Although images of the players with 
changing facial expressions are 
missing from the game, Dealer's 
Choice is as close as a game can get to the 
"feel" of a real poker game. It requires 
little or no preparation to play, and every 
screen in the game has a help option. 
Most commands correspond to function 
keys or other single key presses. Players 
may also use the arrow keys or mouse to 
move a select bar in the menus, and the 
return key or mouse button can be used to 
enter commands. 
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t is so effortless to use the Amarillo 
Slim Dealer's Choice interface that more 
time can be spent learning how to play 
poker effectively. 

The program plays 28 variations of 
poker, a hefty number of different games, 
but only the pros should attempt to 
activate more than a few games at once. 
The game takes its name from the ability 
of the dealer to choose from among the 
different variations on each hand, an 
approach that requires quick-thinking 
players who can shift from one set of rules 
to another easily. Because of this high 
degree of flexibility, Dealer's Choice 
should prepare any novice player for a 
real game in a casino or back room. 
ere are many rules and options 
that can be set, and this is how players 
may best practice the game. Success in 
games with simpler rules builds up 
confidence and skills that transfer over 
to more difficult games. The options 
and rules screens are so intuitive that 
game set up should only take a minute 
or two. Another feature is the statistics 
accumulation that the program per- 
forms. Many categories 
of statistics tabulation are 
available for informa- 
tional purposes and to 
help out the player. 

The most important 
feature of Dealer's Choice 
is the online help option. 
At any point in the game, 
the player may bring up 
messages that describe 
the function of the 
current screen. These 
messages take the place 
of a manual. Also in- 
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valuable to game play is the advice that 
gamblers can bring up for each hand. This 
advice from the program helps players 
learn how to win; it's specific and not only 
reveals the best choice of action, but also 
the reasoning behind the suggestion. 

Don't look for fancy graphics in Dealer's 
Choice. The card faces are rather 
simplistic, and the other screens mostly 
contain text. However, excellent graphics 
aren't too important in a gambling 
simulation; the most important element to 
consider is the clarity of the card faces. 
These are instantly recognizable, and 
that's all you really need. There are some 
digitized pictures of Amarillo Slim, but, on 
the whole, Dealer's Choice is more 
impressive in the sound department. The 
other players at the table announce their 
choices of action, whether it be "call," 
“raise” or other options. Each player has a 
different voice, and this nice touch adds 
personality to the game. 

Dealer's Choice has everything 
a poker player could want, 
including enough rule variations 
and computer opponents to keep 6 
gamers busy for a long time. 
Packed in a slick, attractive box, 
the program reflects the com- 
mitment to gambling simulations 
that Villa Crespo made over a year 
ago. It teaches as you play, and it 
prepares anyone for a night of 
poker with live players. Ante up! 

—R.C. 


Ski-vlator, by newcomer 
Eagle Graphics, is a first- 
person-perspective downhill 
ski racing simulator. 


Villa Crespo Software 
1725 McGovern St. 
Highland Park, IL 60035 
(708) 433-0500 


Ski-vlator 


EAGLE GRAPHICS 
Version: IBM PC ($39.95) 
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Ski-ulator is a downhill ski racing simu- 
lator by newcomer Eagle Graphics. The 
generic manual refers to downhill as the 
glamour event of Alpine ski racing. It 
makes no sense to question such a state- 
ment; Eagle Graphics claims to be a com- 
pany made up of skiing experts, based ina 
part of the country known for skiing 
(Eagle, Colorado). However, there is little 
glamour in its simulation. 

In all fairness, as a first product Ski-ula- 
tor isn't bad. The display is in high resolu- 
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tion (640 x 350). Its best attribute, though, 
is the speed at which the simulator runs, 
30 frames per second (on a 16 MHz ma- 
chine). While not quite arcade speed (50 
fps), it does clip along with screen updates 
that are smooth and flicker free. 
Ski-ulator is in first person perspec- 
tive—only the tips of the player's skis can 
be seen. A sprite engine seems to have 
been employed, instead of a polygon-fill 3- 
D environment, which makes it all the 
more remarkable that the designers were 
able to achieve such a good 3-D effect. 
However, this has not been without cost. 
There are three levels of difficulty: Be- 
ginner, Advanced and World Class. The 
levels increase in maximum attainable 
speed, and become progressively less for- 
giving. Two courses (developed from de- 
tailed survey maps) are provided: the 
men's downhill course at Beaver Creek 
and the women's downhill course at Vail. 
While the keyboard is fully supported, a 
joystick is definitely recommended for con- 
trolling the player's on-screen counterpart. 
A left or right movement of the stick does 
the obvious (turns in the corresponding di- 
rection), forward increases "tuck" (tuck 
means you're standing upright), back de- 
creases tuck. Developing a feel for the state 
of tuck required for each time a player 
catches "air" (skis over a bump or lip) is nec- 
essary in order to complete each course suc- 
cessfully. A meter displayed on-screen re- 
minds the player of the current "state of tuck." 
Now the bad news. The game has no 
sound card support and only minimal 
beeps and boops from 
the onboard PC speaker. 
Sixteen colors is the 
maximum this release 
supports (although a 
VGA version is prom- 
ised). With limited colors 
comes limited on-screen 
detailing, namely a white 
powder background with 
no indications of peaks 
or valleys and only col- 
ored dots to mark the 
outside boundaries of the 


courses. 

Finally, Eagle Graphics 
promises "spectacular 
crashes." | don't know 
how they define spectac- 
ular, but being hauled 
away on a stretcher, to 
the tune of a funeral 
dirge done in PC speaker 
beeps, is not my idea of 
spectacular. 

Ski-ulator is a nice first 
effort, but Eagle Graphics 
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should have waited until they were ready 
to ship the VGA version. 

—Frank Eva 
Eagle Graphics Co. 
P. О. Box 2435 
Ellicot City, MD 21041 
(800) 253-8712 


The Lost Admiral 


QUANTUM QUALITY PRODUCTIONS INC. 
Version: IBM PC ($59.95) 
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The Lost Admiral is as rare а find as а 
hen's tooth. The fact that it is also the first 
title of a fledgling new software 
company seems incomprehensible 
in the face of many less capable 
products from known publishers. 
As the ratings indicate, the graphics 
and sound of The Lost Admiral are 
not polished by market standards, 
but one should not infer that to 
apply to all aspects of the game. 

The Lost Admiral is a strategic 
naval war game in the tradition of 
Risk and Empire. Like these venera- 
ble classics, it offers a depth and va- 
riety of play that will entice gamers to re- 
turn again and again. Further, the artificial 
intelligence of the computer opponent is so 
advanced that players will not be forced to 
continually search for human opposition. 

Don't expect a tactical realism, such as 
that depicted in simulations like Harpoon. 
The Lost Admiral's emphasis is the estab- 
lishment of sea control, defense of critical 
home ports, resource management and 
strategic maneuver. 

Players begin each scenario with a spe- 
cific number of "buy points," utilized to 
purchase units for the fleet, and may opt 
for a mix of any of the following: aircraft 
carriers, battleships, cruisers, destroyers, 
PT boats, submarines, attack transports, 
transports and gun emplacements. During 
the initial purchase, players also specify 
the starting home port of each unit. Ports 
may contain an unlimited number of units 
(all other squares are limited to two) but 
only the top two units of the stack may de- 
fend if the port is attacked. Further, each 
port must contain either a transport or an 
attack transport at the end of each turn for 
the player to receive the victory points for 
that turn. There is no such thing as an op- 
timum mix of units, due to the sheer vari- 
ety of potential situations one has to face. 
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Even in the set versus the random scenar- 
ios, one can experiment with numerous 
force mixes to accomplish the mission. 

Each unit has some unique characteris- 
tics that govern its employment. Aircraft 
carriers offer the greatest diversity, due to 
special attributes that may be selected. 
Among these are "Far-Aider," which adds 
damage to friendly attacks within two 
squares, "Far-Sighter," which spots 
enemy units out to four squares, "Ship Re- 
pair," which rebuilds damaged ships that 
are co-located with the carrier at the end 
of the turn, "Far-Mover," which has twice 
the movement allocation of normal carri- 
ers and "City Neutralizer," which neutral- 
izes victory points for enemy ports within 
five squares. Each of these attributes, if se- 
lected, can alter one's strategy for a given 
scenario. 

Unfortunately, carriers are very expen- 
sive and cannot defend themselves well if 
left to their own devices. Battleships are 
the premier offensive weapon, but are 
particularly vulnerable to enemy sub- 
marines. As such, they should be escorted 
by cruisers or destroyers. Submarines are 
effective against all units except sub- 
merged enemy subs. Further, they can be 
made stealthy against all combatants ex- 
cept destroyers and PT boats, thereby al- 
lowing the occasional raider to slip past 
the enemy defenses and wreak havoc be- 
hind the lines. 

The Lost Admiral offers ten levels of 
difficulty, can take weather effects into ac- 
count and even has a "limited fuel and 
ammo" option that forces players to take 
(and defend) transports within their battle 
groups or face being stranded far from 
home as an easy target. Nine maps are in- 
cluded with the game, each corresponding 
to different scenarios. Further, these sce- 
narios may be played with random maps, 
which significantly alter each replay. Four- 
teen campaigns are also offered, which 
utilize a combination of standard and ran- 
dom maps to keep players on their toes. 
Each scenario lasts less than an hour, and 
no two games are alike. 

Finally, The Lost Admiral offers a nice 
tracking package, which keeps statistics on 
each player's progress from Seaman 1st 
Class to Admiral of the Fleet. Reaching the 
final rank will not be easy for any player, 
but players of all skill levels will enjoy the 
attempt. The Lost Admiral is simply a 
must-have program that will undoubtedly 
achieve "classic" status in its own right! 

—E.D. 


Quantum Quality Productions Inc. 
1046 River Ave. 

Flemington, NJ 08822 

(908) 788-2799 
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good to say about the two- to 

three-month lead time that 
bedevils newsstand publications, 
including this one. Given the 
actual on-sale date of this issue of 
VG&CE, many of you approach 
this column with the pounding 
head and shaky hands that are the 
aftermath of enthusiastic holiday 
partying. |, on the other hand, am 
bothered only by a slight “too full” 
feeling (and maybe a bit of sugar 
shock) from Halloween. 

That's a good thing, because | 
need an especially clear mind for 
my annual look back at the elec- 
tronic-gaming year. Only the pas- 
sage of time can establish 199175 
place in the hobby’s history, but it 
seemed a particularly momentous 
12 months. So many significant 
things happened that analysts may 
eventually judge it a turning point— 
the dawn of a new age of inter- 
active-electronic entertainment. The 
final verdicts won't come in for half 
a decade or so, but that won't stop 
us from examining 1991's major 
trends and banner headlines. 


| IE finally found something 


ELECTRONIC ARTS AND WARNER 
Маке MurriMEDIA DEAL 

Here come the big boys! As a 
result of an October agreement 
between Electronic Arts and 
Warner Communications, Trip 
Hawkins now heads a company 
with full control of all Warner and 
EA optical media activities. 

This is the first beachhead in the 
coming invasion of electronic gam- 
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1991: THE 
YEAR THAT 
Ir ALL 
HAPPENED IN 
ELECTRONIC 
GAMING 


by Arnie Katz 


Writer, editor, lecturer and game 
designer Arnie Katz knows the field 
from every perspective. Each month, his 
column fakes readers inside the world 
of video and computer games. This 
month, Arnie looks back at the year 
just ended and tries to put everything 
in proper perspective. 


ing by big-time entertainment com- 
panies. There will be others. It is not 
appropriate to “name any names” 
at this time, but several other soft- 
ware publishers currently are 
takeover/merger targets. The leisure 


conglomerates have apparently 
decided that now is the time to get 
into interactive-electronic entertain- 
ment, and that the best way is to 
buy an existing share. This gives a 
company without previous experi- 
ence instant access to talent, market 
share and distribution channels. 

Video- and computer-game com- 
panies are small compared to, say, 
Paramount Communications Inc. 
They are usually fairly lean, and 
many have good cash reserves. 
This makes them juicy targets for 
acquisition. 


Мегідсеміс FILES FOR CHAPTER 11 

How ironic that the first inde- 
pendent video-game cartridge 
maker should fall upon such hard 
times in the midst of a video-game 
boom! The name change from 
Activision must've made sense to 
someone, but | thought it symbolic 
of management's lack of pride in 
the company’s own history. 

The Mediagenic bankruptcy 
shows again that attention to the 
basics means everything in the 
video- and computer-game busi- 
ness. Mediagenic had many tal- 
ented people, but it lost the knack 
of orchestrating those skills in 
such a way as to produce excellent 
video games. 

The foundation of Mediagenic’s 
problems is that its products were 
not as good as the competition. 
The publisher failed to adapt to 
changing tastes. 

This is often the lamentable fate 
of the pioneering operation. How 
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many of the manufacturers who 
put automobiles on America’s 
roads in the early 20th century are 
still producing cars today? The 
electronic-gaming field has had 
such casualties and, sadly, will 
have more. 

Perhaps bankruptcy will be 
Mediagenic’s salvation. Financial 
straits may force the company to 
confront its product problems, 
which is the first step toward 
restoring its image as a quality- 
game maker. 


ELEcTRONIC Arts Buys 
Distinctive SOFTWARE 
The industry jolted to attention 
when Sierra On-Line bought 
Dynamix, but this bold move 
could touch off a rush to lock up 
creative resources. Every major 
independent software developer 
with credentials is getting multi- 
million-dollar offers. I'll be shocked 
if another big house isn’t sold to a 
publisher by the time this VG&CE 
reaches you. 


APPLE AND IBM Start CooPERATION 

It took mutual fear of Micro- 
soft to do it, but this country’s 
two premier computer compa- 
nies are trying to work together. 
The most intriguing venture is a 
new computer with IBM chips 
and Apple desktop. Scheduled to 
hit the market in two years, this 
could be the combination of fea- 
tures that will really put home 
computers over with the public. 
The IBM PC has become the 
home computing standard, it is 
true; but the difficulties of DOS 
limit the system's appeal to elec- 
tronic gamers. 


U.S. CARTRIDGE Business GAINS 

Japan still dominates the 
design and manufacture of video- 
game cartridges, but American 
developers and publishers have 
reclaimed a piece of the industry. 
Titles like NHL Hockey (EA for the 
Genesis) and Toe Jam & Earl 
(Sega for the Genesis) were 
among the best of last year's new 
games and point the way out of 
the side-scroller rut. 


NiNTENDO, SEGA ANNOUNCE 
CD PERIPHERALS 

This greatly expands the poten- 
tial market for optical media 
games. It is relatively easy to port 
CD games among systems, so the 
opportunity to sell CD titles to 
video as well as computer gamers 
will permit the publishers to 
spread the enormous develop- 
ment costs over more SKUs 
(stock keeping units). I'll examine 
the potential of CD video games 
in detail next month. 


Sorrwant PuBLISHERS RAISE HARD- 

WARE REQUIREMENTS FOR ToP GAMES 

Access, Origin and Sierra On- 
Line are three of many com- 
puter-game companies that have 
introduced titles that require a 
386SX or equivalent. The 286 
series was a landmark in home 
computing, but the faster operat- 
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ing speed of the 386SX makes 
possible lightning-quick games 
like Wing Commander II. 
State-of-the-art computer games 
require a hard disk and lots of inter- 
nal RAM, and many would work 
better on CD than the stack of con- 
ventional disks they now require. 


CES Opens Doors ro THE Ривис 

I'd like to think my column had 
some influence, but, whatever 
the inspiration, the decision to 
open two days of the Chicago 
1992 Summer Consumer Elec- 
tronics Show is welcome news. 
Now gamers can walk the aisles 
and see the latest developments 
for themselves! Maybe the com- 
panies in hotel suites will allot a 
little time for rank-and-file 
gamers, too, so that players who 
attend CES get to see everything. 


Atari Starts WORK ON 
JAGUAR VIDEO-GAME SYSTEM 

It was the most tantalizing 
rumor to rip through the video- 
game industry in 1991. Atari axed 
the Panther when it decided that it 
wouldn't have enough technologi- 
cal superiority. Latest word is that 
Atari will build a 64-bit console. 
Projects fall apart every day, of 
course, but a successful Jaguar 
would pump life into the entire 
U.S. video-gaming scene. 


Gamers Accept 16-Віт УІрео GAMES 

The Genesis and Super NES 
won consumer favor in 1991, 
though both combined will never 
equal the size of the 8-bit installed 
base in this country. Over 3.5 mil- 
lion American gamers now own a 
16-bit machine, and that could 
double by the end of 1992. Video 
gaming has survived the sensitive 
transition to new technology, so 
the hobby is now set to keep its 
popularity into the mid-1990s. 

Notice how many of the big 
stories are likely to have a 1992 
or even 1993 payoff for gamers? 
As exciting as 1991 was, things 
are going to get even livelier in 
the next 24 months. Speaking as 
one gamer to another, | can 
hardly wait! А 
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Becoming a Master 
Builder of Castles 
INTERPLAY 
Versions: Amiga, IBM PC, Macintosh 


This is the game for anyone who wants 
to be a king. In this contest, a player must 
build castles and then successfully defend 
them from enemy attacks. For a single 
game, up to eight castles may have to be 
built. The player doesn’t just make deci- 
sions as a king, but also as a master 
mason, overseeing the design and con- 
struction of the structures. 

Building castles is not a simple matter 
of throwing up a few walls and then 
putting men on them for defense. It 
requires some thought as to the correct 
placement of the castle itself, where the 
gate will be located, the type of towers to 
be placed along the walls, plus how high 
and thick the walls will be. Not only is it 
necessary to consider the physical struc- 
ture of the castle, but also how it will be 
paid for, how it will be defended and who 
is going to build it. 

The first thing to do is get counsel. A 
counselor can advise you of how big the 
castle has to be when it is completed in 
order to collect the maximum amount of 
taxes, and this should make the size deter- 
mination for you. 

Next, look at the area on which the 
castle will be built. Try to find a location 
that has water on the site. If the castle is 
to have a moat, it must be built close to 
water. The best way to look at a site is in 
the design view; use a castle piece (a 
wall section is best) to see where it is 
and is not possible to place pieces. Once 
you have an idea of where pieces of a 
castle can go, it is time to start designing 
the castle. 

At that point, keep in mind that towers 
cannot be used to pour oil on attackers, 
but they are needed to support wall sec- 
tions and change wall directions. Square 
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towers are built faster 
than circular towers, but 
square towers aren't as 
strong. 

Gates are the weakest 
part of a castle; it might 
be best to put several 
gates together, one 
behind the other. Anoth- 
er strategy for gates is to 
recess them in the wall 
so that archers can fire 
down on any attackers at 
the gate. 

It is best to lay out 
most, if not all, of the castle instead 
of only placing sections when work- 
ers are available to work on them. 
The reason for this is that, when hir- 
ing an army, the number of men 
attracted depends on the layout size 
of the castle and not how close the 
castle is to completion. Designing 
pieces to a castle only when workers 
are available means that there might 
not be enough men to defend the castle. 

Once the castle is ready to be built, 
hire workers. But, before spending all 
sorts of money to hire hundreds of work- 
ers, start with 90 workers, which is the 
maximum number that can work on a sin- 
gle piece. Then experiment with the pro- 
portions of types of workers until the effi- 
ciency rating is good or excellent. Hire 
more workers in the same ratio to keep 
the rating the same. 

After the first castle, hire the same 
number of each type of worker as you did 
in the initial effort, but be prepared to 
make some adjustments, depending on 
the location of the castle. For example, if a 
location is close to quarries, a lot of carters 
aren't needed; but, if the stone is difficult 
to work, more quarrymen should be hired. 

Follow this schedule, and you'll soon 
master the art of designing and building 
top-quality castles. 

—John Schnyder 
VIDEOGAMES & COMPUTER ENTERTAINMENT 


MARKET 


Top Game Designers Reveal - 
HOW TO DESIGN AND SELL 
VIDEO GAMES 


60 minute VHS Cassette 


send $39.95 cash, check or money order to 
SLIGO VIDEO P.O. BOX 35433, Los Angeles CA 90035 


NINTENDO REPAIRS 


Control Deck $25, RF Adapter $7, 
Controller $7. Send prepaid, M.O. 
cashiers check to IRATA REPAIRS 
2562 E. Glade, Mesa, AZ 85204 


CIRCLE #153 ON READER SERVICE CARD. CIRCLE #154 ON READER SERVICE CARD. 


GAMES BOUGHT & SOLD 


NINTENDO, SEGA, ETC. WE PAY MORE 
FOR USED GAMES AND SELL FOR LESS. 


We're Fighting For Your Life. 
SEND NOW FOR FREE LISTS 


FUN—N—GAMES 


8130 La Mesa BI. #209, La Mesa, CA 91941 
CIRCLE #155 ON READER SERVICE CARD. 
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Arnold Palmer Golf 24.95/10.00 Killing Game Show 2995/1500 Terminator 29.95/ 15.00 Toe 37.95/20.00 
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Bimini Run 24,95/10.00 Mike Ойкаѕ F/B 2995/1500 Twin Cobra 19.95/8:00 Used 

Block Out 2995/1500 — Moonwalker 1995800 Ultimate Qix 1995/800 SUPER NINTENDO 
Bonanza Brothers 24:95/10.00 Ме. Pac Man 29.95/15.00 Valis Il 2495/10.00 с 

Breach 2995/1500  MUSHA 1995800 Vapor Trai 2995/1540 ыы 098 у 
Buck Rogers 29.95/15.00 — NHL Hockey 3795/2000 Warrior of Rome 24951000 

Buming Force 24951000 Ом Run 2995/1500 Warsong 2995/1500 “2 44.95/25.00 
B. Douglas Boxing 24.95/10.00 Растапіа 2495/1000 Whip Rush 14:95400 castlevania И 27952000 
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Centurion 19.95/8.00 Phantasy Star Ill 37952000 Ен Drakkhen 3795/2000 
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Crack Down 19.95/8.00 Powerball 24.95/10.00 Final Fight 37.95/20.00 
Crossfire 1995/800  Quackshot 2995/1500 Cartridges Final Fantasy 2 4498/2500 
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Super NES GAME BOY 
ny GENESIS 


vV Please help us to send you 


the information about $5.00 
per game right away. 

м Enclose $1.00 for shipping 
and handling. 

v. We will include $2.00 coupon 
for your 1st order. 


Ж. 
x) Shorland... 


4300 Evergreen Lane, Suite 307 
Annandale, VA 22003 (703) 642-0813 
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SimCity 37.95/20.00 
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HardBall 2495/10.00 Star Control 2995/1500 Jack Nicklaus Super 5 Ж 
Hellfire 1995/800 Star Flight 3795/2000 ` Turbo Golf 2495000: n 
Herzog Zwei 19.95/8.00 — Street Smart 29.95/1500 Kick Boxing 2995/1500 Siper Off Road 3795/2000 
Immortal 3735/2000 Streets of Rage 2995/1900 King of Casino 24951000 Soer 0/ Acron 
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Super Nintendo Cartridges must include box and instructions. We 
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We pay STORE CREDIT ONLY for TurboGrafx 16 and Nintendo 
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4300 Evergreen Lane 
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Most ordes will be shipped within 12 hours. 


VCM101 


Get the Savings Today! 


Name A 


Addtess 


City 


State Zip 
Phone ( ) 


Indicate systems you own 
Nintendo — Turbo Grafx __ Game Boy _ 
Genesis — Other 


The Terminator 
BETHESDA SOFTWORKS 
Version: IBM PC 


The Terminator is an action-packed 
arcade duel that pits a player against the 
computer or against a player on another 
computer with a null modem cable link. 
There are two roles to play: the Termina- 
tor, a cyborg sent back in time to present- 
day Los Angeles to kill Sarah Connor; 
and Kyle Reese, the human sent back 
from the same time to protect Sarah, 
whose termination will cause the future 
to change so that humans will have no 
hope of survival. 

The game begins with Kyle having 
found Sarah, and the player who con- 
trols Kyle also has limited control of 
Sarah. The player can tell her to run 
away, to stay in one place, to follow Kyle 
or to take and give objects used in the 
game. Don't be afraid of losing Sarah 
when you tell her to run away; just com- 
mand her to follow Kyle and she wil 
come back. 

When playing a full game, each char- 
acter must find weapons and try to kil 
the other character. Both the Terminator 
and Kyle can only carry a certain weight, 
so it is important to pick the weapons 
carefully. Don’t get one of every type o 
weapon. For example, an AK-47 and an 
M-16 are practically the same thing. Поп” 
carry both of these weapons when one 
will do. 

The player controlling Kyle will proba- 
bly want to go to an armory for some type 
of powerful weapon, such as a Stinger 
missile or M-60 machine gun. While 
grenades seem to be powerful weapons, 
they are hard to throw accurately, espe- 
cially in the heat of battle. The Stingers are 
probably the easiest to aim because, once 
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they are locked on a target, the rockets 
guide themselves. In the armory, remem- 
ber to get special weapons. (And don't for- 
get the ammunition!) 

Red triangles mark the locations of the 
armories on the map. The question-and- 
answer section of the manual also men- 
tions the locations. 

When traveling through the city, it is 
best to use the fast travel mode to get 
around. This mode lets a character move 
without having to constantly look around 
for approaching danger. 

Whenever the enemy is near, the player 
exits the fast travel mode. Unlike traveling 
in the normal mode, the fast travel mode 
lets the player have a better chance of fir- 
ing the first shot. The Terminator player 
should be relentless in hunting down Kyle. 
Don't be concerned with killing Sarah; if 
Kyle is wasted, the game is over. The Ter- 
minator should carry enough ammunition 
so that he can pursue and eliminate Kyle. 
If the ammunition runs out, Kyle has 
enough time to rearm and heal himself. 

When playing Kyle and ammunition runs 
out for one of the heavy weapons, be sure 
to drop it, so that Kyle can move quickly. Try 
to fight near cars or vans so, if things get 
too dangerous, a quick getaway is possible. 

Kyle is a more difficult character to play 
well, but, with a little practice and some 
good weapons, it is possible to save the 
human race. 

—Ј.5. 
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І. The Phone Call Is Free! |-800-BUY-AT-GAME-CLUBi-800-289-2842) 
2. The Shipping Is Free! (On All Orders Over $200.00) 
j қ 3. A Lifetime Subscription То Beyond Gaming Magazine, 

<ч ж A А ейте Membership To The Ultimate Game Club, 

MANA \And A Free Ultimate Hint Book! (Оп All Orders Over $100.00) 
You Won't Pay More For Shipping Than Your Local Sales Tax! 

Б (Оп All Orders Over $50.00) 

, 5. A Subscription To Beyond Gaming Magazine, And A Lifetime 

Р Membership To The Ultimate Game Club, Free With Any Order! 

6. Well Match Any Price Any Time On Any Product! 

(Provided That The Competitor Has It In Stock) 

. Well Ship Any Game To You Faster Than Anybody Anywhere! 

. We Stock More Games Than Any Company Anywhere In The World! 

. We Have Over 100,000 Happy Customers And Have Been In Business 

Over 12 Years! 

10. We Have The Worlds Most Informative 900 Line To Call For The 
Latest Hints, Tips, And Info On New Games And Products Before You 
Read ісіп The Magazines! Call | -900-TIP-LINE For Our Weekly Specials! 

This Month's Special 


Only $39.991—» 
900 Specials (Call 1-900-847-5463 for list) 


оо м 


Used New 
9.99 19.99 
14.99 19.99 
19.99 29.99 
149.99 159.99 
9.99 19.99 
1439 2499 | 
39.99 39.99 
29.99 29.99 
р 5 a 49.99 49.99 
39.99 39.99 
1491 Boston Post Road Old Saybrook, CT. 06475 (335 Aes 


(203)388-6741 Or Fax (203)388-0084 


These Are Your Games 
On 


Master Gear.....Turns The GAME GEAR» Into A Portable Master System»! 


Look for Master Gear llm which combines Game Gearm, Master Gearm, and a Sega Control Padm to play two-player games simultaneously! 


Master Сеагтм is available now at: The Ultimate Game Club in the US, Compucentre in Canada, and other dealers near you! 
Call 1-800-289-2842 for the dealer nearest you, more information, or to order by mail. Suggested retail only $49.99! 
Master GearTH isa registered trademark of NESL ©1991 NESL Seg GAME GEART ЅерСъгатн & Master SsemTH are registered trademarks of Sega of Ameria, Inc This productis not licensed by Sega of America, Inc. 
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When they finally developed an 8-way TV, 
Dan was able to play all his favorite games at once. 


(Of course, it took 40 years to master them all!) 


Ws Tn 


If you're sick of games 
that don't stand the А P 

test of time, sit down Y 

to the challenge, excite- 

ment and innovation of 4 

this radical collection " 


from Renovation...and 
just see how long the | [7 
fun can last! ! 


LOCK AND LOAD 
BROCK 'N' ROLL 


Blast through incredible firefights in eleven deadly 
levels of eight-megabit mayhem. ROLLING THUNDER 2 


— Namco's hot new sequel to the arcade smash hit. 

Challenge the terrorists alone, or hammer'm with super- 

agents Albatross and Leila together in TWO PLAYER 
SIMULTANEOUS ACTION! Passwords and unlimited 


continues keep the action rolling. 


Capture weapons for fierce firepower! х 


The Game Creator™ 


NAMCO HOMETEK, INC. 
L ‘of Namco Ltd. 1990, 1991 Namco Lid. All Rights Reverved. Licensed by Sega Enterprises Lid., 3955-1 Scott Blvd. Suite 102 

for play on the SEGA GENESIS SYSTEM. SEGA ^ and GENESIS 23 aro radomari of Soga Enterprises Ltd. Santa Clara, CA 95054-3013 
Pe eS ы а ж; , 3013 


Experience unlimited firepower! 


infinite lives! You’re the boss now. 

Yo, video game dudes — Game Genie™ gives 
you the power to make your own rules and play 
your own way! 

Use Game Genie’s power codes on over 
290 of the most popular games for the Nintendo 
Entertainment System: Super Mario Bros. 3, 
Teenage Mutant Ninja Turtles 11: The Arcade 


бате!" Mega f 
Super jumps! Start on any level! Have Battletoads>" And 
the time! 


à Crystalis and 
games coming out all 


And remember — real video dudes don't 


follow rules — they make ‘em. 


Game Genie works on many game titles for the Nintendo Entertainment System? Not all effects can be 
created at the same time, and some effects are not available on some games. Nintendo, Nintendo Enter- 
tainmant System and Super Mario Bros. 3 are trademarks of Nintendo of America Inc. Battletoads is a 
trademark of Rare, Ltd. Teenage Mutant Ninja Turtles 11: The Arcade Game is a trademark of Mirage 
Studios, U.S.A. Used by Ultra Software Corp. under license. Mega Man III is a trademark of SNK Corp. of 
America, Game Genie is a product of Lewis Galoob Toys, Inc., and is not manufactured, distributed or 
endorsed by Nintento of America Inc. or any other of these companies. Game Genie and Galoob are 
trademarks of Lewis Galoob Toys, Inc. 

©1991 Lewis Galoob Toys. Inc. All Rights Reserved. Patent Pending. 
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Our дол! is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


